
_-*

^4
^a

MICROPRESS

=:r l-l----r-l--r-r 1_r-r-.-l--r---r-''-l:ll-_'-' -'

Richard G.Hurley

o'1



ffiF=E=EE-E i; - ' :.1' 1r:'



Spectrum
Supergames

LONDON BOROUGH OF GREENWICI.I

G

t '-'fF
-...x 

.=y
*,6ryfiFg+ft?o*'-,

RESERVE STOCK (P)

i 7447 ilfi17 $

GREENWICH LIBRARIES

I llt lil ililil til til llilil tilt il ililil lil llril ilr ilil ilil ] I I
3 8028 00852499 0



i".
..,1 1



rum

Richard G. Hurley

t=tMrcRo PRESS
I tlttRo PRES' I



J LOC OPY

DOI

1ts
71+

rNvorceJlvl 1 5 N0Vl98'1 {s gs

First publishedl9S4by
\licro Press
Castle House, 27 London Road
Tunbridge Wells, Kent

I Richard G. Hurley 1984

AII rights reserved. No part of
this publication may be reproduced,
stored in a retrieval system, or
transmitted, in any form, or by any
means, electronic, mechanical, recording
or otherwise, without the prior
permission of the publishers.

British Library Cataloguing in Publication Data

Hurley, Richard G.
Spectrum supergames.
L. Computergames 2. SinclafuZXSpectrum
(Computer)
I. Title
794.8',028',5404 GV1,469.2

ISBN 0-7447-0017-s

Typeset by Keyset Composition, Colchester, Essex
Printed by Mackays of Chatham Ltd



To my mother
For all her care and attention over the years



Acknowledgements

I should like to thank James Mead, Graham Budd and Stephen
Lacey for their valuable contributions towards completing this
book. I am also particularly grateful to Christopher Tumer for his
excellent imagination and his skill in producing ideas for the
illustrations, and to David Virgo for his programs and his help in
correcting my English; without such help this book would never
have been written. Finally I should like to thank my wife, |osie,
whose encouragement and superb skill in the art of coffee-
making have made all this possible.

Richard G. Hurley

Hassocks, L984

I



Contents

lntroduction 7

Chapter 1 Fantastic ]ourney 3
Technique: Altemative Character Sets

Chapter 2 Type Attack 21.

Technique : Random Characters

Chapter 3 Canyon Bornber 28
Technique: High Score Routine

Chapter 4 Missile Attack 38
Technique: Joystick Control

Chapter 5 Shootout 47
Technique: Screen Manipulation

Chapter 6 Cribbage 56

Technique: Modular Programming

Chapter 7 OXD 77

Technique: Attributes

Chapter B Simon 91.

Technique : System Variables

Chapter 9 Tenpin 98
Technique: Use of Microdrives

Chapter 10 The Madcap Rally 110

Technique: Memory Saving

Er-



Chapter 11 Road Racer 777
Technique: Use of ATTR Function

Chapter 12 TargetPractice 123
Technique: Use of IN Statement

Chapter 13 Sliding Puzzle 1.32

Technique:Use of MERCE Command



lntroduction

This book contains 13 graphic garnes, all of which are different.
They include arcade games, games of strategy and games of skill.

Various techniques, including useful machine code routines,
new character sets and methods of programming which will save
both time and memory, are employed in the programs; wherever
possible these methods are explained in a clear and concise
manner. Consequently, this book provides instruction in the art
of games writing, as well as endless hours of entertainment.

Each of the 13 games is divided into a number of sections as
described below.

Description

A brief description of the game is given. The object of the game is
outlined and the tasks that the player will be presented with are
indicated.

Hints on Entry

As some of the programs are quite long and complex, it is highly
likely that errors will be made during the typing stage. This
section is intended to assist the user by pointing out the complex
lines where errors are most likely to occur. It is therefore most
important that constant reference is made to this section during
the typing stage.

Techniques

Each program will be accompanied by a short section instructing
the user about one of the more complex techniques employed in
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the program. It is hoped that by reading these notes and referring
to the Iistings valuable information about the methods employed
rvill be gained. This knowledge could then be put to use in the
design of more complex games.

Instructions

All the games in this book are designed to be playable without
any written instructions. This section is included, however, and
contains details about loading the games as well as a few outline
instructions.

Listing

The last section of each chapter will contain the listing together
with a notice similar to that shown below.

IMPORTANT

1) THIS PROGRAM SHOULD BE ENTERED USING CAPS LOCK.

2) ALL GRAPHICS CHARACTERS ARE REPRESENTED BY LOWER CASE LETTERS

As can be seen from the notice, all games are written in the
CAPS LOCK mode, so that the graphics characters represented
by lower case letters are easily recognisable. These graphics
characters must be entered by using the graphics mode (see
Spectrum manual). I
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Chapter 1

Fantastic Journey

Description

News has reached you that Dr Hans Zarkov, founder of the World
Peace Organisation, has been rushed to hospital with a suspected
brain tumour. A fewhours later, this diagnosis is confirmed, and
the doctor in charge of the case announces that, due to the
position of the growth and the condition of the patient, major
surgery is impossible. The only chance of survival for Dr Zarkov
rests in the hands of the Ultra Subminiature Research Team.

As the captain of the vesselSS Nautilus, it is your responsibility
to pilot your craft, from the patient's leg through his bloodstream
to the brain so that your first officer cern use the onboard laser to
dissipate the cancerous growth.

At first, the job seems perfectly routine, the reducing process
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- i : r:ld you are injected into the leg without any
: - - : - : :i --',r-ever, only minutes after your joumey corrunences

- -:: .= :1at vou are going to have oxygen and fuel problems,
- - , -- :: '. r;: only hope of survival and a successful mission is to
. =: . ..::-ies from the various vital organs encountered during

, r : j r :'.:rc joumey through the human body.

I-{ints on Entry
-- 

= :-:s: thing to note is that the program contains a large amount
'::: rvhich is required for the altemative character set used

:.- : -- * ihout the game. This data should be entered with great care
,. . ::.lssing or incorrect value is likely to result in garbage being
::-::ed on the screen.

:.> the program uses high-resolution perspective graphics,
'. =:-' tittle use is made of the user-defined graphics. Those that are
*=ei are located in line 1030 and are represented by small
::. aracters.

The other area where care is necessary is in the entering of the
section relating to the map (lines 298-360). All of these lines
should consist of 26 characters; the number of spaces should be
carefully checked by comparison with the previous line.

Techniques

When playing Fantastic ]oumey you will see that it is possible to
create a special character set to be used to enhance the overall
appearance of a game of this type.

If you are familiar with creating user-defined graphics then
creating your own character set will not pose any problems. A
character is constructed on an 8 x 8 g.id (see Fig. 1)with each row
being converted into binary and then into a decimal. The
numbers contained in the right-hand column are then poked into
consecutive memory locations where the character set is to be
stored.

The original set used by the Spectrum is stored in ROM from
location 15360 to location 16128, and because of the structure of
ROM these values cannot be altered. The first step, therefore, in
defining a new character set is to transfer the original from ROM
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Fantastic lourney 5

Letter A

01111100

01 0001 00

01 0001 00

11001100

1 0001 000

11111100

1 0001 000

1 0001 000

124

68

68

204

136

252

136

136

t
f.

i1

^

Fig. 1

to some suitable location in RAM where it can be changed. (The
top of memory from 63000 onwards is generally the best place.)
The following program can be used to perform this transfer:

10 LETST: 63000

20 FORI:0TO2040
30 POKE ST+I,PEEK(15360+I)
40 NEXTI
50 POKE 23606,24
60 POKE 23607,246

The last two lines are extremely important as they change the
system variable CHARS, indicating to the computer the position
of the new character set.

The character set has now been transferred from ROM into
RAM, and we are now ready to start changing the characters by
poking new values into the appropriate locations.

Example

Consider the problem of redefining the letter A to the design
shown in Fig. 1. We must first decide where the representation of
A starts within memory. This can be found using:

LET ST : (CODE(A) *8) + 63000

tt



6 Spectrum Supergames

The new character can now be entered into memory by using the

following short program:

70 LET ST:(CODE(A).8)+63000
80 FOR I:O TO 7
90 READ N

1OO POKE ST+I,N
110 NEXT I
120 STOP
130 DATA 124, 68, 68, 204, 136, 252, 136, 136

The letter A has now been redefined and will appear as such in
all listings and printings. If it is required to define other letters (B,

C, D, etc.), then we need only change the second value in the FOR

loop and increase the amount of data accordingly.

Instructions

Load the game from tape to microdrive by gping

LOAD""

or

LOAD *,,M,, ;1;,,FANTASTIC,,

When loaded the game willrun automatically, although there will
be a short delay while the new character set is defined. The game

will then commence with your craft being injected into the

patient's body. As the craft is computer controlled, most of the

appropriate actions will be taken automatically, and it is your
task to control the craft by using the cursor keys until your
mission is successfully completed. Good luck and bon voyage'

Listing
IMPORTANT

1) THIS PROGRAM SHOULD BE ENTERED USING CAPS LOCK.

2) ALL GRAPHICS CHARACTERS ARE INDICATED IN LOWER CASE LETTERS

3) SPACES W'ITHIN TEXT SHOULD BE ENTERED AS LISTED.



Fantastic lourney

1 BORDER O: PFPER Z: INK 7: BRIGHT 1:
CLS T PRINT RT IA,4) SETTING UP .. PLERS

f hRIT"
2 PR]NI NT 5,2 ), FRNTRSTIC JOURNEY,

3 POKE 23658,8
l0 FOR B=1 TO 13
'ZA REfrD e$ : FoR l=A T0 7: RERD R : POKE

tlSR F$tLA: NEXT I
3A NEXT B

IAA DffTA "F", 3, 12,43, 66, 1++, 764, lq6, l3V
, "8", 223, 56, 728, A, q8, 35, 7 r7
l7l DRTR "5",A, 132,32,56,4, 135, ],33, l3+,

"D"r 65' 48,8, 14, 1,4,A'A
raz DRTR "E", 135, 1S,56, 122,4,2,4,4,"1",

134,4,2+,224,A,A,A,A
1A3 DATA "G", 18,5A,2+3, L 133, 72A,2+,5, "

H " , 38 , 36 , 1 33 , 2q2 ,2q6 , 228 , ZqB , 2+A
144 DRTR '', 1",Q,I27, ?55,127,31,3,A,A,"1"

, a ,252 ,254 ,25+ ,25q , 2=4 ,62 , 12
145 DFTR "'4",56,68,162,17O, l38, 1q6,132,

1.32t " L",4 r26,lB,43,44 t 16,77,I4, "11 ", 148, l
a8, 144, 76,32,64 , l2A, A

114 FOR 1=A TO 768: TaKL 64256tl,PEEK (

i.56l6tIl: NEXT I
1 15 POKE 236A7,25A
122 FOR I=Z TO q: RERD R: trCR C=O TO 7 |

RERD B: POKE 6tC,B: NEXT C] NEXT ]
13A DRTR 645A+, 126,2A,6,3A.2q,A,?+,8,64

).36, 6q, 36, 48, 2q, 72, 6 ) 2, A, 6+26q, 2q, 24, 2q )

2+,2q, A,2q, A, 6+q6+, A, 2q, 2q, A, A, 2q, 2*, A, 6
.q88, A, 62, 62, A, 62, 62, A, A

-44 FOR I=6432A TO 6q336 r RERD R: POKE

-, F: NEXT I
1 .54 DfrTR A , 12 ,2+ ,2+ ,24 ,2q , !2 ,2 , A, 48 ,2* ,

2q,2+,2q,48,A
-62 FOR I=6*352 IO 6q37+ r RERD R: poKE

., tr: NEXT I
:65 DRTR A,A,A,A,Z,2+,2q,qB,A,A,Z, 126, l

za, a, z, z, a, a, a, a, a, 2+, 2+, z

7



8 Spectrum Supergames

l7a FoR I:64521 TO 64723: RERD R: ?OKE
I, R: NEXT ]
lBA DATfr 6A,36, 36, 126,98, 38, 98,A, 12q,68

, 68, 1 26'38, 38, 126,A, 126'66,66, 96, 96, 98, l
26 , A , 126 ,66, 66, 38, 38 , 38, I 26 , A , 126 , 64 ,64 ,

L26,36, 36, 126,A, )26, 6q,6+, 126,36, 36 )36 rO
, 126 ,66 ,64 , 7A2,38 , 38 , 12E , A ,66,, 66, 66 , 126 ,

98, 38 ,38,@, 16, 16, l6 ,24,2q,2q,24,4
i 84 DRTR 4 , + , 4 ,6 ,7A ,7A, 126, A ,68 ,68, 68, I

26 , 38, 38, SB , A ,6+ , 6+ ,64, 36 , 36 , 96, 1 26 , A, 12
6,74,74, 7A6, rA6, 7A6, l@6,A, 126,66,66, 38, 3

B, 38 r38,A, 126,66, 66, 38, 38, 38, 126,A, 726,6
6 , 126 r 36, 36, 96, 36 , A , 126,66,66, 38, 38 , 1 76 ,

126, A, 12+, 68, 68, 126,38, 98,38, A, 726,6+, 64
,726,6r 6, 126,4
lBB DRTR 726, 16, 16,2+,24,2+,2q,A,66,66,

66, 38, 38, SB ,726,A,38" 38, 38,38,36 ,36,6Ar8
, 7q, 7+, 74, 106, lA6, LA6, 126, A, 66, 66, 66, 64,
98 , 38 ,98 , A, 66, 66, 66, I 26 ,24 ,24 ,2+ , A , 126 ,2
,2t126196,36,726,4
ISa FOR I=6C3B* To 6qq63: RERD R: POKE

I, F: NEXT ]
2AA Dfrrfr A, 126, 66, 66,7A,7A,7A, !26

, 8 t ?4, 2q' 24, 24' @' 726, 66' 2, 126' 36, 3
D' 124, 68, +, 3A' 6' 7A, 126' A' l2A' 72, 72
6, 21,24, A t 126, 6q, 6q, 126, 6, 7A, 12E,, A

4 r64,726,98, 98 , 126,A,126,2,2r 6, 6, 6

,8
6,
12

,6
,6

O' 36, 36, I 26')A, 7A' 126, A, 126' 66' 66, 126, 6'
6,6,A

3AO LEI f1$=fl$t" JJJBCCC

342 LET P1E=l'1$t' .J CC

J B CC

-JBBBC CR KK

3A+ LEI flg=f$t,,

3AO LET P1E=l'1$t'

tArB
6,12
,72,
t 126
,6tO

t,

3AB LET 1'I$=|1$I"SSSSSJJJ B CCCRRR R R
It

tr



3I t LET l'1$=l.l$t " S S
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Fantastic lourney 9

R RR

312 LET 11$=11$t"S B BR RR

314 LET l1$:Il$t"S S RBB BBBB R HHH

316LET[le=ll$t"S S B B R HL

318 LET t"1$=11$t'S S B B RHHHHH H

32A LEI l1$:l'1$t'SSSSSSR B B R n

322LETl-1$=11$t" S B B R H

324 LETI'1$=11$t"BB B B RRRR
:r

3"6 LET l1$=t]$ r " BBBBBBBBBBBBBBEBR

328 LET fl$=[l$t"B R

Hri

33,4 LET [1$:[1$r"B R

332 LET n$:Frrt,,B c uuuu R
:r

H

Ulr

SH

33+ LET f$:f$t"B C U UF

n

11

r
336 LET I"1$=11$r"B C CCCUUUU U Flrfffnnf

338 LET l'1$=11$t "B C C U iltr

3+A LEI [1$=t1$t"B C a U UUFFFFFF

3qZ LET l1$=11$t"B CCCC U FF

3C+ LET l'1$:11$t"B C U F

F

F

3qE LET f$:f$t"B C U

I348 LET ll$=l'1$t"B C U
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Spectrtrm Supergames

LET f$:l'1$t"B CU

352 LET 1"1$:l1$t " B C UR I

]F

]F

]III IIFTFF

I]F

354 LET l'1$=l'1$t "B C

356 LET I"1$=[1$r " B a

358 LET f$:f$T"BCCCC JII]I

36A LET l1$=11$t'

BAA FOR I=A TO 7: RERD R: pOKE t_tSR ,,e,,f
I, R: NEXT J : DRTR A,A,48,88,22A,255,255,
255
3ZZ PR]NT RT IA,4; FINISHED - HiT R KE

'II

3D1 PR I NT RT 5,2 ;' RNTRST ] C J OI-]RNEY,'

343 ]F iNKtY$= THEN GO, TO 3A3
9]Z PR]NT RT IB,A;' HIT ^I- FOR INSTR

UCT I ONS "
311 fOR I:1 T0 |a: NIXT I
312 LET S$=iNKEY$: lF S$="" THEN G0 T0
:t l
32A Jf Es="1" THEN G0 SUB 3AAA

TAAA pfi?ER 5: INK e: BORDER l: CLS : L-ET

lg= ''ft " I LET FL= IAA: rET R:525 : L_ET flL= I
ZA: L-ET T:=5AA: LET NL:1AA,r LET SC=IAA:
PR ] NT RT 27 , Z ;,' LEFT FEI1ORFL UE I N. .

1A1A PR]NT RT 1,12) 'FRNTRST]C .]OURNEY' ;R
r 311t; Tltlt LIFT :- 5AA";AT 4,ti;"N
EL]RANE LRSTR : - |AZZ '' ;31 5, ] ] ; " SL]B COND ]
T]ONr_ IAAZ";31 6,i]; CXYGEN LEFT ]_
laa" )aT 7,11;'F!oD LIFT :- laa'
iZ2Z PR]NT RT 1S,]2; LOCRI-ION'
!A3A INK 3: PRINT RT 1,3;'abc";AT 2,3;"d
e f " ;3T 5,3.t INK 2; gh', ;flT 8,3; " i.j " ;RT 1A

,4 j INK 31"k";AT 11,3 j" Lm"

1A+A I NK Q : PLOT 8, 16A: DRRII A, -3A: DRFl,l

t

I

B.



Fantastic lourney

58,A: PLOT 66,16A: DRRI,J A,-34
tasa ?LoT B, 16A : DRRI"J 15 , A : PLOT 66 , 762 :

DRRt,I * 78, A

186A PIOT B, 132 : DRRI^I 15, Z : PLOT 66 , 732 :

DRRLJ -26, A

1A7A ?lOT B,123: DRRTJ 75,A: PLCT 66,147:
DRRh *26,A

iABA ?LOT A6,3A : DRRl,l _26, E

|ASA PLOT 35, 36 : DRRII Q,7
11AA TLAT 35,124: DRRI,J 12L@: DRRI,J A,*11
: DRRII -721,A: IRRLI 4,41
!1IA GO SLJB 6AAZ
1124 GO TO TAAA
3AAA CLS : PRINT RT LAi" FRNTRSTI
f JOURNEY"
3EZ2 PR I NT RT 4 , A ;" THE FRI1CUS DR HRNS

ERRKOU HRS CONTRRCTED N BRflJN TUIIOI]R
rOl]R TJSSION IS TO SEEK OUT THIS

TUTOUR RND DESTROY I'I', TOU LJILL tsE

SHRI]NK DOI,IN ]N SIEE RND ]NJECTE! INT
D THE DOCTOR ' S BODY, TOL]R SUBI1RR I NE

I S EGL] ] PPEL] I,.IJ TII R NII-]RONE LRSER

, CRPRBLE OF DESTROT]NG THE TI]I1OUR, I
r LJILL ONLY I,JORK t,JI.JfN OUER 3AX E771;1E
NT" TOU i"J]LL RLSO HRUE TO i,JORK TO R

TIIlE LIiTIT RFTER I,JHICH YOU L,JILL BE EX
I.RETED FROI1 TF]E BODY,

GOOD LUCK9

3ZIA PR]NT RT 2I ,A;' HlT RNY KIY TO fO
\IT ] NL]E I

3Al1 IF INKEY$="" THEN Go TO 3Alt
3A2A CLS : PR I NT RT I , A J', FRNTRST I
: JOURNEY"
3A21 PRINT RT +,A;,, YOU i,J]LL ENCOL-]NTER

I]RNY DRNGERS. TC CONTROL YOUR CRRF

5_ ROTRTE LEFT
a_ R3TRTE RIGHT 6- ROTRT

11



72 SpectrumStLpergames

E IBA' IlOUE FORI,JRRD
TO

fl BRSIC I1RP O

COI1PL I CRTED T
I]SED IN UE]N
I N THE I.JE I NS

REPLENlSHED H

7-

THE LEFT OF THE SCREEN JS
tr THE BODY, BUT IT IS I1ORE

HRN THiS. CXYGEN HRS TO BE

S RS THERE IS R LRCK OF ]T
. FOOD STORES I1RY BE

HERE RPPROPRIRTE, "

3A3A PRINT RT 2T,A;" HIT RNY KEY TO PL
RY GRI,IE ''

3AqA IF
3AsA GO

6AAA FOR

I NKEY$ <> " ' THIN RETL]RN

TO 30+A
I:3 TO ]3: PRINT RT 1,12;''

,, : NEXT i
60AI IF D$<)"N" THEN GO IO 61AA
6AE2 ]F T$IR_I]<>.' ,, THEN INK Z: PLOT 3
5,36: DRRLJ 2+,A r DRRtn A,-25: DRRt^l -21,4
6AAq IF M$[Rt] ] O., ,' THEN INK Z: PLOT 2
16,36: IRRI,J -2+,A: DRfll^i A,-25: DRRTJ 24rA
6Zla IF n$tR-il:" ' IHEN INK a: PLOT 95
. IA4 . DRRI,J 2q, -B: DRRLI A, -2q : DRRTJ -24, -
I
6A2A iF f$tRti 1:" " THEN INK A: ?LOT 21

6 , laq : DRRTJ -2+ , -B: DRRTJ A , -2+ : DRRt^l 24:
-B
6A3A IF F$(R-261=" " THEN INK a: PLOT I
13, SE : DRRI,J 72, A: PLOT 1 1 3, 71 : DRRI,J 72, A

6AqA RETURN
6laa IF D$<)"S" THEN GO rO 62AA
6lA2 IF l1$(Rtl)<>" " THEN lNK A: PLOT 3
5, 36 : DRfll,J 24 ,2 : DRRTJ A , -25: ORfit^l -2+ , A
6IA4 iF 11$IR_] ) <>., ,' THEN INK Z: PLOT 2
16, 36 : DRRTJ -24 , A: DRRt^t A, -25: DRRl,l 24 , A
6llZ IF F$[Rt13=" " THEN INK A: PLOT 35
, 744: DRRI,J 2q, -B: DRRtn A, -24: DRRTJ -24, -
a

6120 IF f$[R-i)=" " fHEN ]NK E: PLAT 21
6,7A+: DRRTJ -2+,-B: DRfltJ A,-2q: DRflt^l 24:
-8



Fantastic lourney

613A jF F$iRt26l=' ' THEN INK A: PLOT I
r.S,36: DRRI,J 72,A: PL0T I13,71 : DRRII 22,A
614A RETURN
62AA I F p$ <) " l^t " THEN GC rO 63ZA
6242 If i$iRt26l ()' ' IHEN INK A: PLOT
:5,36: DRFI^I 24,A: DRRL,J A,-?5: DRRL] -2*,O
624+ IF F$tR-261<>" ' ltrEN INK @: PLCT
2I 6, 36 : DRRtj -24 , A: DRRTJ A, *25 r DRRH 24 ,

Z

621D IF 11$[Rt26]:' ' THEN iNK a: PLOT 3

=, lZq : DRRl,j 24 , -B r DRRi,t A, -2+: DRRl,l -24,

6224 IF F$tR-261=" ' THEN INK a: PLOT 2

i6, lZq: DRRi,l -2q, -B: DRFti A, -2q: DRFI"I 24
_-R
6234 IF f$tR-11=' rHEN INK Z: PLOT 1"1

!,36: DRRt^l 72,A: PLOT 11S,71: DRRt^i 72,A
.ZqA RETL]RN
a3AA IF il$[R-26J=" " Tl-lEN ]NK A: PLOT 3

=, la+ : DRRI! 2q , -B r DRfiL,t A, -2+: DRRI,J -24,
a

.342 ]F I]$tR-26]<>,, THEN INK Z: PLOT
35 r 36 r DRRi^l 2+ , A r DRRI,J A, -25: DRfll^l -2q, A

-34+ IF I'1$[Rt26]()" ' THEN INK 2: PLOT
216 , 36 : DRRII -2q , A: DRflL^l A , -25 : IRFII 24:
2

-3Ia lF i1$tRt26l= rHEN INK a: PLCT 2
'.A, lA4 r DRRl,i -2+, -B: DRRI,J A, -2+: DRFI"J 24

-Q

a32a lF I$iRt1;= ' rHEN INK Z: PLOT I I
:,36: DRRTJ 72,A: PLOT I i3,71 : DRRt"l 72rA
.33A RETL]RN
/ZAZ jF l'1$(R)<)"A Tl-iEN G0 T0 TA|A
1ZA4 PRll.tT RT 2l ,A;', aORTR

.,: LET TL=TL_J: LET FL=FL-1: G

- suB saaa
72A6 GO SI-.]B 6AAA: PR ] NT RT \6 , A ; .XYGEN

-:UEL HIGH-PRESSURE H]GH" :

-Za7 LZT TL=TL-1
.zaa Go To 35ao

13



74 Spectrum Supergames

2AtA It I$(R) <>'K" THEN Ga rO 7A2A
7411 PR]NI RT 27,A;' K]PNEY

.' : PR ] NT RT 16, A; K I DNEYS ENIE
RED_YOU HRUE BEEN EXCRETEP FROI1 THE BC

DT. GRFE OUER-SCORE ";TLtNLtSCtF
L;'' PRU

SE 2AA: GO T0 33AA
7A2A IF r$[RJ<>"R" IHEN G0 TO 2A3A
7a2i PRINT RI 16,Z;"

., : PRINT RT 27,A;''
RENRL fiRTERY : L-ET Tt-:TL- I : LET FL'=F L- 1 :

G0 st_lB Saza: Ga To 33aa
7Z3A IF r$tRJ (>' !'1" THEN GO TO TACA
7431 PRINT RT 76,A;"

PRINT RT 27,A;" flES
ENTERIC ARTERT r' : rET TL=TL-I : LE
T FL=FL-]: G0 Sl-lB SZAA: GO Io 35AA
7440 IF t1$tRI<>"H THEN GO TO 7A5A
7A+I PRINT frT 27,A;', HEPRTIC PORTRL
UEIN I.: PRINT RT 16,A1.'SUGRR LEUE

I- HIGH_TRKE ON STORES?"
7A+2 llT S$=INKEY$: iF S$= " THEN GC T0

7Aq2
7A43 iF S$="Y' THEN LET Fr:1AA: L-ET TL=
rL-5
TAqq LET TL__TL_l: LET 1L=ffL_Z: GO SUB 32
ao 2 GC T0 95AA
7A5A IF Ir$(R)<>"H" THEN G0

7A5I PRINT RT T6,A;''
' ;RT 27,A3"

TO 2A6Z

RTERT
-1: Go

7As2 IF
=Rr_- i NT

PRINT
ATRGEE

L:NL-1:
7453 GO

7A6A IF

HEPRTIC R
LET FL=FL

sLlB SAAA

RND>.5 THEN LET TL=TL_4: LET RL
t5xRND) : LET FL=FL-INT ( 1A*RNDI :

RT 76, A ;.,RTTRCKED BY LEUCOCYTES-D,': LET SC=SC-INT tlS*RNDl : r_ET N

GO Sl_rB 3AAO
I TO 35AZ

" : uET TL:TL-I :
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7A61 PRJNT
ERT

RT 27 ,4;"
., : PRINT RT

TRRATIP NRT

16,A;"
t-ET TL:TL-]: L-f

T FL:FL_]: GO Si-.]B ZAAA

7D62 G0 TO 35AA
7A7A lF I'1$tRj<)"J" Tt'tEt.l G0 TO TABa
747! PRINT RT i6,a;'.;NT 2I,A;" JL]GULRR

_1: LET TL:TL-]: GO SI3 3OOA: GO TO 3=ZZ
TABZ lF ll$tRl <> I rHfN G0 To 7A3a
7OA2 PRINT AT 16,Z;'

;RT 27,A;" LEFT LE
G UEIN rET TL=TL-]: rET FL=FL
_I: LET RL:RL*I: GO SUs SAAA: IF RND>,7
rHEN LET TL=TL- I : r_ET FL=FL- 1 r L-ET SC=S
._INT i2UXRND]: PRINT ET 1A,A; 6TTRCKED

3 TO 35AA
TABq G0 T0 25AA
7A3A IF I-1$tRI<)"tr rHEN GC rO )A35
)432 PRINT RT IO,A;"

;RT ?I , A ),, IEFT TITORRL
ARTERT .. : L-ET TL:TL- ] T TET FL-_FL

. ] : GO SUE SZAZ: GA TA 33AA
7433 G0 T0 3=ZA
7435 iF t'1$tRJ<>"C' THEN G0 T0 BAAA
)237 PRINT 8T 76,A;'

; AT 2). , Z ;' R I GHf FEiIOR
4L UEiN ": tET TL:TL-I , rET FL=FL
- 1 : LET FL:e L-2 : G0 SI-JB SAAA
)Z3B IF RND>.8 THEN rET 7L=7L-2: rEi 6L
=4L-1: rET NL:Ni--l: r-[T SC,=SC-iNT t]ZXRN
-]r GC SUB SAAA: PR]NT RT 16,Q; RTiRtKEi-r
3T LEUCOCYTES.DRTRGED I G! TO 3=ZA

"233 G0 r0 35AA
aZAA 1F i'1$ t R I <) U " rl'rEN Go r0 AAA=
3ZA7>PR]NI RT 16,Z;''

tRT 27,a; , RIGHT FEiORRL
i<TERY .' :I_ET TL:TL_ 1 : LET FL:FL- 1

::f SLIB SaAA:IP Rf.iD)"BTHEN PRINT RT !6'Z
: CTTT]CKED B'T LEUCOCYTES-DRTAGED ":L_EI
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TL=TL_S :LET SC=SC_INT (.2AXRND]

8AZ4 GO TO 35AA
BAA5 IF tl$[R] <) "8" THEN G0 TO 8810
8AA6 PRINI RT 76,2;", ;RT 21,O)" INFERIOR U

ENR CRUR ": LET TL=TL-l: t-ET eL:6L
-1 : LET FL=FL:I : GO SLIB SAAA: IF RND>.3
THEN PRINT RT 16,Aj'.CRUSHED BY R URLUE

GRTIE OUER _ SCORE .';TL+SC+FLII.II_: P6
iJSE 2AA: GO TO 93AA
8A@8 GO TO 95AA
BAIA IF T$iR] <> ''S" THEN GO TO BA2A
BA12 PRINT RT t6,A;"

,. ;AT 2! '@i', SUPERIOR U

ENR CRUR ',: LET TL=TL_]: LET fiL=fiL
-1: LET [.L=[L_-]: GO SUB 3AAA2 IF RND>.3
THEN PRINT RT L6,A;'.CRIISHED BI,R URLUE
- GRFE OUER SCORE " ;TL+SC+FLTNL: Pff
USE zz@t GO TO 33@A

BZ74 GO TO gsOA

8O2A IF r$[RJ<>,',S" THEN GO TO 8A3A
AA22 PRINT RT 2I,A),, STOI1RCH

8823 IF SC<44 THEN PRINI RT !6,O;,,SHIEL
D D]SSOLUED B'T RCID GRI1E OUER - S

CORE " jTL+SCTNL+FL: PRUSE 2@O, G0 To 9SA
a

8424 PRINT RT 16,O;',SHIELDS HOLDING_DRI1R
GE TRKEN ": LET SC:SC-INT tIZXRND)
8425 LET TL=TL_1: LET FL=FL_1 : LET flL=FL
-l: GO SUB 9A@A: GO TO 35AA
8A3A IF r$[R)<>"L" THEN GO TO gA4A
AZ32 IET TL=TL-1: t-ET flL=AL-1: LET FL=FL
-,]. : PRINT frT zI,Ai" LIUER

"iRT !6'a;"SI-IGRR LEUEL HiGH-T
CKf, ON STORES?''
8433 LET S$=INKEY$: IF S$=" ' THEN GO T0

8?,33
AZ3+ IF S$="Y" THEN LET TL=TL-S: LET FL
=:.ZA: GO SIJB 3AAA: PRINT RT 76,@;"

G0 TC 95AA
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BD35 PRINT RT 16,Z;"
GO S:]B 3ZAA: GA TO 35Za

BA4A IF I'l$[RJ<)"R" rt-tEN G0 T0 AZ5A
8242 PRINT RT 27,A;" HERRT

..;RT 16,O; ''PRSSING THORUGH R

IGHT ETRIUI-l !' : IF RND),6 THEN PRUSE

2QA : PR i NT RT I6, A ; ,.CRUSHED BY TR ] CUSP ] D
URLUE GRI1E OUER _ SC-ORE ;SC+NLIFL

+TL: PRUSE ZEA: GO TO 33AZ
BAC3 PRiNT RT 16,A)''PRSS]NG THROUGH RIGH
T UENTRICLE II: PfiISE 2ZO: IF RND>,6 THEN

PR ] NT RT 76 , Q ;,' CRUSHED BI, CRRD I RC IIlL-]SC

t-E GRFE OUER - SCORE ";TLISCINLIFL
:: PRIISE 2AA: GO f O 33OA
BA44 PRiNT RT 16,Z;,.PRSSJNG DOI,JN PULTONR
RY RRTERY RND INTO LUNG __-__

PRUSE 2AA : PR ] NT RT 16 , A ;,'PRSS I NG

DOt,.]N PI-]LIlONRRY UEiN RND lNTO HERRT RT
[-EFT RTRIUN _- .,: iF RND>.6 THEN PRUS

E 2AZ: PRINT RT 16,4;''CRLISHED BY BiCUSP]
D UNLUE GRI1E OUER - SCORE .';TLtFLt
NLTSC: PRL]SE 2AA: GO TO 33AA
8446 ?fiISE 2AA: PRINT RT 76,A;'PRSSING T

HROUGH LEFT UENT]CLE II: PRUSE 2AA: IF
RND),7 THEN PR]NT RT 76,A; '.CRUSHED BY C

ERDIRC IIUSCLE GRTE OUER SCORE '' ;

trLtSC+NL+TL: ?AUSE 2AA: GO TO 33OA
BZ4B PRINT RT 16,Z;.,PRSSING OUT OF RORTR

": LET TL=TLt5: r_ET tL=IAO
L-ET FL=FL-3: G0 TO SAAA

EAqg LET R=485: G0 SUB SOOO: GO TO 95AA
BA5A FoR I=s To 13: PRINT RT 1,12;"

NEXT I
8452 PRINT RT 1A,13; "abc " ;AT 11, 13 j "de f "
BAsq FOR I=Z TO 7: REfiD ff: POKE USR ''N,'t
], fl: NEXT I
8455 FOR I=@ TO 7: REflD fl: POKE USR ''O"+
I, fi: NEXT I
Bq56 pFTR Ot37,5A,2A5,50,3l,E,ArO,Z, I33t
5Ar78,59,133,128,732
BA57 PRINT RT la,23 t"no"



8A62 INK Ar PRINT RT 16,A;"TL)
rtD - L,JELI- DANE ! ! gsf ORE _ 

]

trLtitLtTL: PRUSE 3AA: Go T0 33
Saaa FRINT aT 3,28 iTL; ';RT

18 Spectrnm Supergames

sZ58 lNK 4: FOR l=183 To 128 .ET[P -1: BE
EP ,47,2
8453 PLOT ],32: NEXT I
8A6A FOR S=A TO 5: INK l: PRL]SE 5: pRINT
AT iZ,l3l "abc " le T I l, 13I 'de { " : NEXT i

gZ61 lNK 5: rOR I=!28 T0 l83: PLOT L=2:
NTXT ]

ZAZ"tNstSCt
a
,28iNL;";r"
;RT 7,28)I

=Z1A JT NL<1ZA THEN PRJNT NT 4,3]],, ,'

2z1= IF EC<TAA THEN PR]NT NT 5,3] ;.' ,,

3E]6 IF SC<14 THEN PRINT RT 5,32;,, I'

2AI7 JF SC<Z THEN PRINT RT 5,28)''AZ !

9a1B lF TL<1AA THIN PRiNT RT 3,2A;TL;".': IF TL(12 THIN PRiNT RT 3,'.8iTI,;,. II

=A2A iF frl_<1AA THEI"I PRINT RT 6,28ifL;",'] IF RL(12 THEN PR]NT RT 6,28i€L;" 1

2421 I F FI <1AA THEN PR ] NT RT 7 ,2B ;FI ;,,
": IF FL<IA THEN PRINT NT 2,2BiFL;" II

3422 ]F TIGA THEN PR]NT RT 16,A; .OUT 
C

r TIfE - SCoRE " ;TLtNLtSCTFL: PRl,lSE ZAa:
GO TO 3332

3423 ]F NL<:83 THEN PR]NT RT \6,4;,NEUR
I]Nf LRSER ]NEFFECTIUE GRI1E OUER _

ECORE ,, ]TLtNLtFI-tSC: Pfli.]SE 2AA: GO TO S3
qa

3224 IF TL<=Z oR NL(=BS 0R SC(=A OR FL(=
Z OR FI.GA THEN GO TC 33AA

2A2= GC .Si)3 6AAZ
3A3A RETLIRN
35AA LET S$=INKEI-$: iF S$=' ' THEN GO TO

35AA
3514 IF p$<>"N" IHEN G0 TA 3=24
351 1 ] F S$: " 5' IHEN LtT D$= '' IJ "

35I2 IF S$:"8 Il-lEN L-ET !$="ft'
9513 I F S$= " 6 il-rEi'r LET !$: 'E "
!51+ IF S$="7 RND fi${-R.l="O" IHEN PRINT

I'1OL]R DESTRO
1

3
c

:lT 
=,28;Sf i '/ iCl 6,28;4L;'

j.r,rr

c

C

(f

91

T

C:



Fantastic lourney

€T 16,Z;, BLOOD PRESSURE TOO 11]GH
'r G0 T0 TAAA

3515 IF S$=."8" THEN PRINT RT 15,Z; GRllt
OUER _ SCORE ,.iNLtSCtFLtTL: PFL.]SE 2ZO:

G0 lo 33aa
3516 I F S$- " 7 RND li$ t R-26I <> " IHEN L
ET R:R-26: GO To TAaA
3517 GO TA TAAA

=52A lF D$<>"S', rnEN GO TC 353U
9521 IF 9$: 5 THIN LEI !$='g '

2522 IF S$:"8" THEN iET !s="1,1 '

3523 "lF S$= Q' TnEN PRINT RT 16,A; 'GRirE

IUER-SCORE ";NLtSCtTt-tFL: PfUSf 2AO: G0
IO 33AA

352q IF 5$:"6' THEN LET D$="N'
9525 I F S$=,,2,, RND Fs I Rt26 ] () , , rHtN L
ET R:Rt26
3526 G0 I0 2ZAA
3534 I F D$ <> " l^1" IHEl.l GC TO 35qA
353i IF S$='5 THIN LET !s='l5t'
3532 IF S$="8' THEN rEf D$= N'
:533 iF S$="6' THEN LET D$='E"
3534 IF S$="7" qND n$(R-LI<> THEN LE
r R=R-l
9535 JF S$=',0, THEN PR]NT RT 76,A; GRI1E

OUER-SC0RE ";NLtSC+TLrp1 : PFLISE 2AA: G0
ro 33za

s536 GC TO 2AAA
35qA RE[1 ERST
354i tF S$="5' THEN LET D$="N"
Z=q2 i F S$=,'B' THEN LE T D$= " S'
3543 I F- S$= " 6 ' THEN LE T !g= t' 

1,1 
t'

9544 iF S$="7" RND l1$tRtII<>' THEN LE
r R=Rtl
3545 IF S$="G" Tf-lEN PRINT RT l6,A; 'GRl1E

!UER-SC0RE ";NL-tSCtTLtFL: PfiUSE 2AA: GO
TO 33AA

3540 GO TO ?AZA
9S1Z FoR I=?-A To Z STEP '-l

=324 FRINT nT LAj" creegeqcrqqqqqqqqqqqqqq.

79
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qqqq.qqq.qq.qq." ; INUERSE 1 ;

232q BEIF A.A5,I
3S25 1 NUERST A

333A NEXT ]
3334 PRLISI 2AA: II'tK A: PRPER 5: CLS : PR
INT RT 16,2)'PLRY RGR]N ? I Y OR N ]

39s 1

3S9 I
9SS2
9S93

$$= t'5 "
5+- |

THEN

THEN

NEII
RUN

LET S$=INKEY$: IF Sg- ' : TirEN G0 T0

]F
iF



Chapter 2

Type Attack

son
1

Description

This game is designed for the younger user or someone who has
just acquired his first computer and is trying to find his way
around the keyboard and familiarise himself with the position of
the various letters.

As the title suggests you will be attacked by various letters of
the alphabet which will move down the screen towards your
base. These letters can be despatched by typing the corespond-
ing key. If your knowledge of the keyboard is good and your
reflexes ultrafast then you might just manage to score a hit in the
ryan bonus area.

G

o

o

s s

€
--/h,r\,^!%
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3A PRINT NT 3,Aj,' YESTERDRY, THE HORP
PROCESSORSOF THE I,JORLD REBELLED,

THRERTENING THE UERT EXISTRNCE OF I1R

NK]ND 9 g 9

LETTERS RR]NING FROI1

THE SKY 9 9 9FORTUNRTELY, THE IIEGR-BEURI^IRT
T LRSER TURRETS HRUE BEEN SET I..]P SO TH
AT BT TOUCHING THE KEY CORRESPONDING

TO THE LETTER FRLLING I"IILL CRUSE TH

RI LETTER TO RETRERT. DESTROYING R LETT
ER IN THE IONOSPHERE GIUES R BONUS!

GOOD LI-ICK !

4A PRINT RT 2,@),, ,, ;AT 2,31 ; '' ,' ;RT 18,
'2.1 , rr t!J.t i

5A INPUT "STRRT LEUEL-[Z=FfiST-3=SLOt^l]
,';sP

6A IF SP<A OR SP>9 OR SP<>INT SP THEN
GO rO 5A

7A@a FOR e=] To 7A: CLS

|DIA BARDER 7: PRPER ): INK A

TAT| PRINT RT 6,Ai'' LiUES _ " ;LJUES J " SCO

RE- ";s$l' HI- ";H$
1a2A PRINT RT 27,A; INUERSE 1 i ",,; INUERSE A

IA2I PRINT RT 27,12; INUERSE 1 j ''LEUEL ,' 
;

SF

TZ22 PRINT RT 5,4; PRPER 5;''

lA25 PLOI 4,8: DRRt^l B, 15: DRRTJ 8,-15: PL
0T 255r8: DRRt^l -8, 15: DRRI^I -8, -15
1A3a LET L=lNT tRND*26l
lA4A LEI L$=CHR$ (65tLl
1A5A LET X=Lt3
IAEZ FOR \=2 TO 2A
1465 PRPER (RTTR [Y_1,X)IB): PRINT RT Y_
1,X;" 'i,

I

!
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IATA PfrPER TRTTR C\,X)/8): PRINT fiT Y,Y;
Lts

IAEA FOR I=1 TO SP: NEXT I
lA3A LET G$=INKEY$: IF G$=" " IHEN G0 T0

I 154
tlaa IF a$=L$ THEN GO TC 2AAA
1 154 NEXT Y

I2OO FOR G=4@ TO 25 STEP _1 r PR]NT frT 21

,X; INK 2;CHR$ 134: BEEP .45,G: PRINT RT
2I,X;CHR$ 132: BEEP "25,G_l. PRINT AT 2

1, X;CHR$ 134: BEEP ,A5,G-2: PRINT frT 21,
X;CHR$ 137: BEEP ,45,G_3: NEXT G

12IA INK U: LET LIUES=LIUES-I: PRINT RT
D,8:L]UES: IF LIUES=O THEN GO TA 3AOA

l22A CLS : NEXT R

I23A IF SP<>A THEN LET SP=SP-]
1744 G0 TO |AAO
7AAA ]NK 2: IF L> 13 IHEN GO TA 25AO
241@ PLOT 8,2+: DRRt^l tBxtX-111, ttlB-Y)xB
)+4
2@2A INK A: GO TO 26A0
25AA PLOT 247,2q: DRRLI -tBXC3a-X) 1, t ( 18-
TlxSl14
26A0 IF T)=5 flND Y(=6 IHEN LET SCORE=SC
OREtIAAAz FOR I:1 TO 5a: BEEP .aA!,2A, B

EEP .A@7,34. NEXT ]: PRPER 7: INK Z: GO

TO 2621
26At BEEP . t, IA
26A3 INK 7: PLOT 8,24: DRRII tBXtX-l1),t(
i8-Tl)r8)t+: PLOT 2+7,2q: DRRTJ -(gX(3A-X)
), [(18-Y)*8]+4
26IA ]NK A: PLOT A,8: DRRI,J B, 15: DRRI,J 8,
- 15 : PLOT 255,8 : DRRTJ -8, 15 : DRRIi -8, - 15
2613 ]NK A: FOR G=Y TO 2 STEP _1 : IF G<=
4 OR G>=7 THEN PFPER 7: PRINT RT G, X j,,

GO TO 2615
261+ PfiPER 5 : PR I NT RT G, X ] .. I:

2615 I F G_ 1 <:4 OR G- 1> -_7 THEN PRPER 7 :

2r
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PRINT RT G_l,X;LS. GO TO 26T7
2616 PFPER 5: PR]NT RT G_1,XjL$, PRPER 7
2617 BEEP .AT,27_G.. NEXI G

262A PRINT RT ], X; '' I!

2621 LET SCORE=SCOREtt2l-yl: LET S$=,,@O@
AA.'ISTR$ SCORE: LET S$=S$(LEN S$-4 TO LE
N S$)
2625 JF URL S$)URL H$ THEN LET H$=S$
2634 CLS : NEXT R

2644 IF SP(>a THEN LET SP=SP-i
265A GO TO 1A@O

3AA@ PRINT NT lA,TAJ INK U; FLASH ]J''GRM
E OUER,, j FLRSH Z
3AIO IF SCORE>TCIA] THEN GO TO sIAA
3A2A PR J NT nT 12, B ) PLRY RGR I N?,'
3A3A IF INKEY$="T" IHEN LET LIUES=3: LE
T SCORE:Z: LET S$="AAAOA": GO TO IAAA
sAqA IF ]NKEY$:''N'' THEN STOP
3A5A GO TO 2A3A
SIAA FOR J=l TA 3AA: NEXT J

31IA CLS
3I2A FLRSH ]: PRINT RT IA,IA;,CONGRRTULR
TIONS''
3134 PRINT RT 12,7;.,YOU RRE ON THE TRBLE

3I4A
s 152
316A
3t7A
s18A
31sA
32AA
3212
3220
323A
9.74,4

225A
3264
3224

FLRSH Z

FOR I=1 TC qA

BEEP .D7, I
NEXT I
I NPUT " ENTER YOUR NFIIE= " j N$
CLS

PRINT
PRINT
PRINT
FOR I=1 TO 1A

]F SCORE>TIi] THEN

NEXT I
GO TO 3334
FOR J=S TO I STEP -1

TRB

TRB

I1A);,HIGHEST SCORES,
(1A) ;!'======= ==::=:''

3
a

:
:
:
:
:
:
:
s

:

GO TO 3274
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32BA
3234

LET TIJt1 ]=TtJ )
LET T$[J+1]=T$[J]
NEXT .J

LET TtI]=SCORE
LET T$tI)=N$
FOR I=1 TO 1A

PRINT T$t ] ], T[ ] ]
NEXT ]
PRINT : PR]NT
PR]NT TRB [8) ].,PLRY RGRIN?,'
GO TO 3A3A

33ZA
s31U
3324
333A
33qA
335U
34ZA
3+ ta
1+2A
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Canyon Bomber
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Description

The object of the game is to fly your slow-moving balloons and
faster single-wing bombers over the great canyon, trying to
destroy as much of your enemy's supplies as possible. Unfor-
tunately, the bombs must be dropped during a single pass over
the canyon since they are very unstable and can detonate onboard
if they are not jettisoned within a given period of time. You have
five craft in all, but the enemy has a lot of supplies. Good luck,
good hunting and bombs away.

G?

)

I

I

p
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Hints on entry

The game is relatively straightforward to enter provided that the
usual care is taken over the user-defined graphics. These are

represented by lower case letters as opposed to the upPer case

letters used for the remainder of the program. Care should also be
taken with the data lines (9100-9140 and 9260-9330), since an
incorrect entry in this section will cause errors in the graphical
display.

Techniques

One facility often included in many commercial packages is a

high score table which displays on the screen the ten best scores

obtained in the game. Such a facility has been included in this
and several other galnes in the book. The methods employed to
obtain such a table are described below.

L) Two arrays are set up-one for names and the other for the
corresponding scores-and the starting values to be used at
the beginning of the game are assigned.

lU RET DEFINE HIGH SCORE TRBLE
2A DII H$(Io,lO): DIll HtlZl
3A FOR I=1 TO 1A

4A LET H$iIl="FRED"
5A LET H{I)=1AA
6A NEXT I

2) During the game the score, represented by some variable S,

will be updated. Upon completion of the g.une, the program
should branch to a subroutine which checks the player's
score against the lowest score on the table and then takes the
appropriate action.

3AEA
3AlD
3A2A
3A3A
3A4A
3A5A

REI1 HIGH SCARE TNBLE: CLS

]F S(HilA] THEN GO TO 3154
PRINT "CONGRRTULRTIONS"
INPUT "ENTER YOUR NRTE.",";A$
IF LEN tR$]) 12 THEN GO TO 3A3A
CLS
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FOR I=1 TO TA

IF S>H[I] THEN GO TO 3A3A
NEXT I
FOR J=9 To I STEP -1
LET H(Jt1 1=HIJ ]
LET H$tJt11=H$(JJ
NEXT J

LET H( I l=S
LET H$( I ]=R$
PRINI TRB ilA];,'HIGHEST SCORES.,

PRINT TRB llA); "===:=:= :====:''
PRINI
FOR I=1 To IA
PRINT H$t i ), HI I ]
NEXT I
RETURN

3A6A
3A2A
3AAA
3E3Z
91AA
31 1A
372A
913A
3144
s 15A
3t6A
3I7A
31 82
31 sA
32AA
32tA

Explanation

9010 If score is not high enough to register on the table
then jump to printing section.

9020-9040 Enter and check narne
9060-9080 Print headings.
9090-9110 Look for point of insertion on table.
972V9170 Insert nerne and move all other records down one

place.
918V9210 Print updated table and retum to main part of

program.

This routine could be used in all games prograrns employing
the variable S for the score,

Instructions

Load the game from tape ormicrodrive by Wping

LOAD""

or

LOAD *"M";\;"CANYON"

1

d

I

5

L

1

l
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When loaded the game will run automatically. A brief description
will be displayed on the screen after which there will be a short

delaywhile the computer initialises the screen and the variables.

1 LET S=O:, 1ET L=5: LEf HS=E

2 PffPER 7: POKE 23658,8
3 FOR I=1 TO AA

4 RERD R

5 POKE USR "F"+I-1,R
6 NEXT ]
2 DfrTfr 32,55,63, 63, 55, 33 rA,A,A, 25+,25

5, 255,254, 76,224,224,A, 127,255,255, 127 r8
, 7,7, 4, 236, 252, 252, 236, 732, A, A

6 DflTfl 36, i 12, 127, r27, 122,2, 1, 1, A,43,
253, 255,253,65, !28, 728,O, 140, 131, 255, 191

, r3a,1 , 1 , 6 . rq,25+ ,254 t25q ,64, I2B, 128
3 DRTR 128, r32,25q,255,25+,192, l2B)4,

1, 3, 127,255, 727,3, r,A
1A CLS

11 DItl St28,12)
12 DItl H$CtA,7A)
13 DIr Ht 1Al
t4 FOR i=1 TO tE: LET HtIl=A: rET H$(l

l="CESIL": NEXT I
i5 GO SUB 33UA
2A GO SUB 1AAE
3A GO SUB 32AA
4A GO SUB SAAA
5A PAPER 7: INK A

6A PRINT RT 1,3;"SCORE=''JS
7A PRINT RT 1,22;'LIUES=" ;L

IMPORTANT

1) THIS PROGRAM SHOULD BE ENTERED USING CAPS LOCK.

2) ALL GRAPHICS CHARACTERS ARE INDICATED IN LOW'ER CASE LETTERS.

3) SPACES WTTHIN TEXT SHOULD BE ENTERED AS LISTED'

Listing
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BA PRINT AT 2,lA;"l1IGH SCORE=" ;HS
9A PLoT A , 175: DRRl,l 255 , A: DRRt^l A , -34 :

DRRl,l -255,8: DRRII A,3A
TAA LET R:RND
lAI LET O:A
lA2 LET Sl=S
iA5 PRPER 5
1I@ IF R>.75 THEN GO SUB 5AA@: GO TO 1

7A

I2O IF R>.5 THEN GO SUB 51@O: GO TO 17
a

T3O ]F R>.25 THEN GO SUts 52AA: GO TO 1

2A

I4A GO Sl-]B 53AA
17o INK a, ?APER 7
18@ PRINT NT 1,9;S
181 IF S=S1 THEN LET L=L-l
IA2 IF S/335=INT IS/335) THEN GO TO 3A
183 PRINT RT 1,28;L
18+ IF L=a THEN FLRSH l: PRINT AT 7,lA

;,,GRME OUER.,: FLFSH 6: PRUSE LAA: GO TO
TAAO

194 G0 TO rcA
333 STOP

SAOA FOR I=A TO 31
54rc PRINI nT 5, I;"ab"
542@ IF INKEY$="8" fiND CI=Z THEN GO TO 5
a5a
5425 PRUSE 1

5A3A PRINT NT 5,I;'' tI

5@3s NEXT I
5A4A REIURN
SASA FOR J=6 TO 2A
sa55 IF RTTR (J,IJ=56 THEN GO TO 5O2l
5A6A PRINT RT J,]J"i''
5A65 PR]NI NT J, I ; '' Ii

547@ NEXT J
5A7T IF I (3 OR ]=31 THEN GO TO 5A25
5472 FOR K:l TO 12
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5A73 LET S=SIS(i-2,Ki: LET SII-2'K)=A
5A74 NEXT K

5A75 LET 0=l
508A GO TO 5A25
51Aa FoR I=31 TO I STEP -1
51rc PRINT RT 5, I ; "cd "
5I2A IF INKEYT$="a" flND 0=6 THEN GO TO 5

150
5125 PRUSE I
5I3A PRINT RT 5,I i,, II

s13s NEXI i
514A RETURN
5154 FOR J=6 Ia 2A
5155 IF RTTR [J, I )=56 Tl-lEN GO TO 5171
516A PRINI RT J, I ; "J "
5165 PRINT RT J, I ; " i'

5L7A NEXT J

5I7I IF I (3 OR I=31 THEN GO TO 5175
5172 FOR K:l TO t2
5173 LET S:SIS[ ]_2, Kl : LET S( l_2,K)=O
5T7q NEXT K

s175 LET 0=1
5ISA GO TO s12s
52AA FOR I=@ TO 31
521A PRINI RT 5, I ; "e { "
522A IF INKEYS:"U " flND D=6 THEN GO T0 5
25A
5234 PRINT RT 5,I ]', tI

5235 NEXT I
5240 RETI]RN
5254 FOR J=6 TO 2A
52s5 IF RTTR (J,1;=56 THEN GO TO 5271
5264 PRINT RT J,I;"i"
5265 PRINT RT J,I J" I'

5274 NEXT J
5271 IF I <3 oR I=31 THEN Go To 5275
5272 FoR K=l To 12
5273 LET S=SIS[ ]-2, Kl : LET S (-I-2,K)=O
5274 NEXT K

-l



7413
2214
1/7,1 <

2416
7212
2ATB

7824
2430
)a4a
2A5A
7A6D
7A2A
TABA
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=275 LET D=l t

SZBA G0 To 522=
53aa FOR I=31 To I STEP -l
53Ia PRINT RT 5, I i"gh"
5324 lF INKEY$="Z" RND D:A THEN G0 T0 5
35A
5334 PRINT RT 5, T;"
5335 NEXT I
53qA RETURN
53sA FOR J=6 TO 2A
5355 lF RTTR [J, I]=56 THEN G0 TO 5371

=3AA PRINT NT J,I;.,j,.
5365 PR]NT RT .J , i ]"
5374 NEXT J
5371 IF I(3 aR l=31 THEN Go T0 537s

=372 FoR K=] To !2
5373 LET S=StS(I*2,K): LET St I*2,K)=A
5374 NEXT K
q-fE I -r -_1J),/ J t-L I l_-.r- 1

53BA GO TO s325
TAAA REN XHiGH SCORE TRBLEX
7aa5 LET HS=S
7A1A CLS

7AT 1 FLRSH 1 T PR I NT RT 1A , IA; CONGRRTLjLR
TIONS"
7,412 PR I NT RT 12 , ? ; '' lCI RRE ON THE TRBLE

FLASH Z
FOR I=1 To co
gEEP ,41, I
NEXT J

iNPUT 'ENTER YOU NRfE=";N$
CLS

PRJNT TRB

PRINT IRB
PRINT
FoR I=l To
IF HS>Hti)
NEXT ]
GC TO 71qZ

C1A); H]GHEST SCORES.,
(la) j "=::==== :===:="

la
THEN GO IO TIAA
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TIAA FOR J=3 TO I STEP -1
21rc LEf H(JtIl=HtJl
7115 LET H$[Jr1]=H$(Jl
7na NEXT -i

7I3A LET H(I)=HS
7t3s IET HEtII=N$
714@ FOR I=i TO ra
715A FRINT H$( I ], H[ I ]
716O NEXT I
7DA INPUT "PRESS ENTER TO CONTINUE. ";Z$
7l7l LET L=5: [_f f g=@: LET HS=H( 1]
7I8A INPUT "PO YOU TJRNT RNOTHER Gfil1E=" jfi
$
7l3A IF R.$[]l="Y" THEN GC TO 15
72AA STOP

BAAA RET XSCORE-BLOCKSX
8AA1 PFPER 5

7AIA FOR X=l fA 28
8A2A FOR Y=l TC 12
6025 IF StX,Yl:Z THEN G0 To 8a4a
8A3A PRINI nT \t8,Xt2;CHR$ t4BtStX,Yl)
BZ4A NEXT T
saSo NEXT X

8A6A RETr_.rRN
3AAO REI1 XSCREENX
9AAI RESTORE 37AO
3AO5 LET X=U: l_f f Y={
SAIA RERD R, B
3024 INK B
3A3A FOR J=l TO R
3A4A PRINT RT Y, X;CHR$ Iq3
3445 LET X=Xt1
3A5A NEXT J

3aaa lF X:32 THEN LET T=Yt1: LET X=Z
3070 IF ^( <>22 THEN GO TO 3AlA
3A75 PRPER 5
3A3A RETURN
3rAA DRTR 32,5, 32,5, 32,5,32,5
3110 DRTR I,A,3I,5,2rA,3A,5, 4, A,28r5
312A DRTR q,A,27,5, 1 , A,5,A,26,5) l rA,5,O,
2515r2rA
3l3e DRTR 5,A,24, 5, 3, A,5,A,2+,5,3,A,6,@,
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'22, 5, 4, O r6, O r2),, 5, 5, Z
3144 DRTR 6,A,2A,5,6, A,6,2, rA,5,2,A,8r5,
6 rA, 6 rZ, 7A, 5, 3, A r7, 5 r6 rA,32 rA
32AA RESTORE 326A
32Zs FCR T=1 To 12
32tA FOR X=l TO 28
3224 RERD R
3221 ]F fr=A THEN RERD B

3222 IF fi<>A THEN LET S[X,YJ=R: GO TC 9
)aa

3223 FoR I=1 TO B

322q LET SIX,Y]=?
3225 LET X=Xtl: IF \=23 THEN G0 TO 32qA
2226 NEXT I
3227 ir X(>zs THEN GO TO 322A
3234 NEXT X

3244 NEXT Y

325A RETURN
3264 DnTR 3,A,27,2, 1,6,A,26,2, 1,9,A,25,3
322A DRTR O,2, 4,2,23, 8, 3, A,2,3,A,22,7,3,
A' I
32BA DRTR O,2, !,7,2,2A,6,3,A,2,A,2,3,3, I
,2 r2, l,o, 17, 1 r2,2r3, q,5r3,Zr2
923A DRTR 2,3,2, 1,2,3, 7,A, IA, 4,2, 1,3, 1,4
,7 rOr3
33AA DRTR A,3,3, 1,3, 1, 1,4,6,3,A,6,3, 1, l,
1,2r3rIrAr4
33IA DRTF A,3, l, l, 1, 2,2,253'4'2'4'3'4'7'
l,212,3,1,4rlrA15
332A DRTR A,3,2,4,2,3,2,4, 1, 1, 1,6,A,2,3,
2rl'7r2rlrl,3'Ar5
3330 DRTR Ar3,3, 1, I,2,2,2,3, 1,2,7,A,3r4,
1r7r2,3, 1,2,A,5
=3OA RET X]NTRODUCTJONX
33iA CLS
3324 PRJNT TRB CIA) ; ,CRNYON 

BOI1BER,,
:33A PR I NT TRB t lA) ; ====== r'

3S4E PRINT
3342 PR]NT "THE OBJECT OF THE GRNE IS TO

Oo/JJ'

aRt
33,
33,
33:
THI
93j

331

3Sl
33
9S
33
:3
33

3S
33
33
9S
39
33
:S
T0
3:
HE

33

3S
3:

3:
3:
3:
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..SCORE RS I1RNY PO]NTS RS TOU

J/

ss44
CRN ''
qclaF

ss48
395A
THE "

PRINT

PR]NT
PRJNT
PRINT

,,gT FROPPING BollBS INTo THE 'r
,,CRNy0N. IKEy_A],,
..THE BOI1BS RRE OROPPED, FROI1

3952 PRINT 'BRLLOONS OR THE DIUE BOI1BERS

3S54 PRINT "flS SHOI,JN BELOI,J. ''

3Ss6 FOR I=1 IO 2A
9357 PRINT RT 12, I ; "ab "
9S5B PRUSE 2
3953 IF I<>2A THEN PRINT RT 12, I j.. ',
336A NEXT I
3361 PRJNT RT !2,6;,,BRLLOONS.'
3362 FOR I=l TO 2A
3363 PRINT RT ]4,I;'E{"
3364 PRUSE 2
3365 IF I<>2A THEN PRINT RT 14,I,." "
3366 NEXT I
9367 PRINT RT 14,6;"DIUE BOTBERS''
3368 PRINT " '
337A PR]NT ''YOL| HRUE 5 LiUES lnlTH IIHICH'
To"
3372 PRINT "COI1PLETE YOUR IlISSION, BUT T

HESE ''
3z7q FRINT "CflN BE LOST BY HIf TING THE rr

9976 PRINT "I^IRLLS OR IlISSING IHE TRRGET.

3378 INPUT '.PRESS ENTER TO CONTINUE. ,' ;Z$
9373 CLS
33BA RETURN

I



Chnpter 4

Missile Attack

Description

As commander-in-chief of the 1st Anti-Missile Battalion, it is
vour job to defend our great city from total destruction by the
enemv's megaton super missiles. To protect the city, you have at
vour disposal two auto-ranging bevawatt lasers which you
control from the underground defence computer sifuated
beneath the centre of the city.

The screen of the defence computer shows the city, the laser
cannon and the track of the enemy missiles as they descend,
locked onto their target. For how long can you concentrate
because the enemy never give in and the attack waves become
more and more ferocious?
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Hints on entry

As with the previous prograrn (Canyon Bomber), Missile Attack
should be straightforward to enter, the only problems being
those relating to the user-defined graphics and the number of
spaces (32) between the quotes in line 1. When the program has
been entered, it should be saved on tape or microdrive by typing:

SAVE "MISSILE" LINE 1

or

SAVE *,,M,,;1,,,MISSILE,, LINE 1

Techniques

Missile Attack has been designed to be totally controlled by a
joystick connected to the Spectrum via the Sinclair Interface 2.

The joystick is used to control movement, to fire the lasers and to
enter a name should a high score be obtained. This is achieved by
using the joystick to move the cursor along a screen menu and by
using the fire button to enter a letter.

If you owrr an Interface 2, then the use of a joystick routine can
enhance your prograrn as well as save on the wear and tear of the
keyboard caused by excessive use of one or more keys.

The most efficient way of using the joystick is to use the IN
command to check for a particular key or combination of keys. A
typical routine for testing the position of the joystick is shown
beiow:

SZAA
9Z1A

=a2a
2A3A
3A4Z

=a5z
3A6A
3A7A
zZBA
3A3A

REIl J OYST ] CK ROL]T i NE

LET F I RE=Z ; rET HI"l=Z : L-ET UT1:2
LET R=2s5-iN 6tC3B
1F fr=A THEN RETt-lRN

17 ?,> 127 THEN LET O=?,_128
]F fr)63 THEN LET R:R*64
]F R)31 THEN LET fi=fl-3Z
IF R> 15 THEN rET F=F*16: rET !I=-l
IF A>7 THEN LET e=fi-B: r_ET HI.1=l

]F R>3 THIN LET fi=F,-4: rET UT-1
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2IAA
et ta
2124

LET fl=fi-2: LET Ull=-l
LET FIRE=1

THEN

THEN

IF R> 1

IF fl=1
RETURN

When the computer refums from the subroutine to the main
program, the horizontal movement and the vertical movement of
the cursor are shown in the variables HM and VM, respectively,
and if the fire button has been pressed, the variable FIRE will
contain the number 1.

Instructions

Load the game from tape ormicrodrive by gping

LOAD""

or
LOAD * " M" ;l ;"MISSILE,'

When loaded the game will run automatically, and the city, your
laser guns and the surrounding district will be displayed on the
screen. The enemy missiles are indicated by their tracks on the
screen. When the attack starts you must use the ioystick to
intercept them by placing the missile in the centre of your sight.
Each attack wave consists of ten missiles which must be
destroyed before moving to the next level.

Listing

IMPORTANT

1) THIS PROGRAM SHOULD BE ENTERED USING CAPS LOCK.

2) ALL GRAPHICS CHARACTERS ARE INDICATED IN LOWER CASE LETTERS.

3) SPACES WTI}IIN TEXT SHOULD BE ENTERED,AS LISTED.

i LEI S$="
": LET T$=S$

2 FOR I=1 TO i3
3 LET S$=S$IT$: NEXT I
4 LET FIRE=O: LET B[^I=6

E

.1-

)

t1

S

i8.
I2
l2
T2,

l8
14.

12

12

1A

I2
2A

22
2A

22
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5 DIll S(5): DIll G[5]: DIf Y(51: DlIl R

ts)
6 POKE 23658J B

3 GO SLIB 33UZ
1A CLS

11 LET SCORE=O: LET H$=,',' : LET Nl1=3: L

ET Nl"lT=a : LET LEUEL=E: LET HSCORE=A : LET

E11=0

14 LET 8=10: LET P=14: LET LEUEL=LEUEL
+1

15 LET HN=A: LET UM=A

16 LET \(I)=174: LET \12)=174: LET Y(3
):17+: LET \14)=174

2A GO SUB SAAA
3A GO SUB TOAA
35 PRINT RT Q,P;',a,'
4A GD S:-.|B 2AAZ
44 FOR I=1 TO Nl1

45 ]F III)<24 THEN GO TO BAAA

46 NEXT I
47 IF NllT=l THEN LET NfT=a: LET Nl1=N['1

+1: GO TO 14
5A GO SUB 3AAA
6A GO TO 4A

9SS STOP

IAAq REN XRTTRCK I1] SS I LEXX
TAAI FOR K=i T0 Nl1

lolo LET StKl=iNT tRND*255lti
1A2O LET RtKl=174
IA3A LET GIK]=R CK)I IStK]-TX]
1435 LET T=Y(Kl
laqa DEF FN X(Tl=(YtK)+tG(KixTXl l.zG(K)
1Z4I IF GN=1 THEN LET O[,J=6: RETURN
1845 NEXT K

1A5A RETURN
2AOA RET XXPLOT NISSILEXX
ZAA| FOR K=l TO Nn
2AIA LET YIK]=YCKI-4
2A2A LET T=YTK]

47
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PL0T S(K), t2q
DRRi^l INT tFN X(Tl-SIK]1,\(K)-174
NEXT K

RETI-.]RN

RET XXTOUEI1ENTXX

LET fl=255-IN 61438
IF A=A THEN RETURN

IF fi>127 THEN LET fl=fl-i28
iF R>63 THEN LET F=fi_64
IF R)31 THEN LET fi=fr_32
IF R) 15 THEN LfT fl=F_16: LET HT=-i
IF A>7 THEN LET R=R-8: LET HI1=l
I F R> 3 THEN LET fi=fr-4: L-ET Ul1:l
I F R) I THEN LET ?'=fi-Z: LET Ul1=- I
IF R:1 THEN LET F]RE=1
PRINT RT Q,P]', I

LET P=PfHN: IET G=GIUI1

INK Z

IF O(A THEN LET A=Z

]F A) 18 THEN LET G=18

IF P<A THEN LET 7=O

]F P)31 THEN LET P=31
PRINT RT G,PJ''A"
LET Hf=A: LfT Url=a
IF FIRE=A THEN RETURN

LET TFX=P)KB+q
LET TRY=(21_Gl*B+4
IF IfrX>128 THEN LET NI=247
I F TflX (= 128 THEN LET 111 =s
PLOT f1,16r DRRI! TRX-["11,TRY-16
LET F]RE=Z
INK 2
PRINT RT G,PJ,.b.'
FoR z:1 To 8a: NEXT Z: PRINT RT Q,P

]NK 5
CUER 1

PLOT tl1 , 16

DRRt^l TRX-f i , TFI'- 16

2A3Z
2A3I
2A35
2Z4A
3AZA
3AID
3Z 1t
3A2Z
3D3A
3AqZ
3A5A
3A6A
3A7Z
3E3Z
3IZA
3I IA
3)22
3lz=
3126
3127
JTZA

3l3A
ft-r5
3l4A
3t5A
3162
3165
?rA6

3I7A
31BA
,:1Al
Jlpj

3t82
31 B3
:

32AA
32At
3245
32IA
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32II OUER A
321s tNK A

3224 FOR K=l T0 Nr
3234 IF RBS ITRX_FN XTYIK]]]<4 RND RBS t
rRY_YiK)]<4 THEN GO TO 326A
3244 NEXT K

32q5 PR I NT RT 8, P ; .,a.,

3254 RETi]RN
3325 LET Ql^l=l: GO SUB IAlA
3346 LEI rtK)=t2+
3347 PRINT RT O, Z;S$
33AB LET SI-ORE:SCOREIi
3343 PR]NT fl]; RT A,2+;,SCORE:.,;SCORE
33ID I F SCORE/ 1Z= I NT (.SCORE/ IA) THEN LE
I NNT:1
332A G0 TO 32+Z
BAAA RET XXDERP ROUTiNEXX
BZlA CLS

BAlT LET LEUEL=Z
AZ15 PRINT "SCORE=" ;SCORE
8a2a FoR i=l To 4
8a3a FOR J=Z To 7
BZ4A PRPER J

AA4+ BORDER 7_J
8245 CLS

BaqE BEEP . aA3, J)(2
8A5A NEXT J
8A6Z NEXT I
AA2A BORDER 7
SOBA PR]NT TRB IlA];'GRI1E OUER''

8A3A PRINT TRB tlAl;r'==== ===:r'
E|AA ]F SCORE(HSCORE THEN GO TO BTAA
81 1A LET HSCORE:SCORE
8115 LET H$=""
B12Z LET SCORE:Z
8134 PRINT : PRINT
8I4A PRINT FLRSH 1 ; 'NEt^] HIGH SCORE'' ; FL
ESH Z
g15Z FOR .l:1 TO 13



44 Spectrum Supergames

B16a PRINT RT B,(2+tJx2ll; INUERSE IiCHR
$ (64+J j ; FLASH A

B17A NEXT J
BIBA FOR J:l TO 13
813A PRINT RT 12,(2+(JX2]]; INUERSE 1;CH
R$ 127+J) ) iNUERSE U

B2AA NEXT J

82IA PRINT RT 16, 14 j INUERSE ] j '', .' j INUE
RSE A
82II PRINT RT 16, 16; INUERSE 1 J "S'' ; INUE
RSE A

822A t-ET J=3: LET I=4
B23A PRINT RT J,I j.,^.,
B24A G0 SUB 8+AA
A24s iF Etl=l THEN L91 gJ'1=0: GO TO t4
8254 GO TO 8244
Eqao REtl xxflouE PoINTERXX
B4IA LET L:A: LET R=A: LET F=A
8422 LET R=255_IN 61438
843a IF f=Z THEN RETURN
8442 IF fr>127 THEN LET fi=F-128
B45A ]F R>63 THEN LET R=R-64
846a IF R)31 THEN LET fl=F-32
847a IF R)15 THEN LET f=fi-16: LET L=i
B4gD IF R>7 THEN LET 6=fi_B: lET R=l
843A IF R>3 THEN LTT A=A_4
BsAa IF R)l THEN LET fi=fr-2
85lA IF R=1 THEN LET F=l
A52A PRINT RT J,I J'' II

B53a iF L-=1 THEN LET I=I-Z
85qZ IF R=l THEN LET 1:lt2
8541 I F I =32 flND J =3 THEN LET I =4 : L-ET

J=13
Bs+Z IF I=38 RND J--13 THEN LET I=14: LE
r J=17
8543 iF I=18 RND J=17 THEN LET I=4: LET

J=3
854q IF I=2 fiND J=S THEN LET I:t6: L-ET

J=77
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Bs4s IF I=2 RND J=13 THEN LET I:2A: LET
J=3

8s46 IF I=12 fiND J=17 THEN LET I=28: Lf
T l:13
A55Z PRINT RT J, l ; "^"
856A IF F:A THEN RETURN
857A ]F J:3 THEN LET H$:H$ICHR$ 165+1i1
z2) *2) )
8571 1f: J=13 THEN LET H$=H$ICHR$ (7Bttl
I/2)-2))
8572 iF J=i7 RND I=i+ THEN LET H$=H$t".

45

a c:. 1,)

?52+
3=8a
o( o-
)JJO

aTaa
37 1A

322D
3734

=aaa
=aat
=aa2
=z 1a

=z2a

=z3a
=.2+a

=Z5Z

=z6a'-?,)a

=aaD
= -aa
.i1A
:l1s
'-' .aa
- - LV)

= -3A

= 
_44

i:

F0R I=Z
PR]NT RT

NEXT ]
iNK A

PRINT RT

I F J:17 RND I = 1 6 THEN LET El1= 1

IF LEN (H$J=S THEN LET En=l
PR]NT AT 2A, 12;HS
RETURN
PRiNI fiT 2A,121,, FIRE
I F I NKEY$ <> '' A" THEN
I rT -M- 1LEI LII-T

GO TO lq
RET XXFRRI,J SCREEN**
PRPER 5
CLS

TO

GO

CONT I NLIE "

TO 871A

T0 31

27, I; INK 4 ]CHR$ 143

2A,A;"d": PRINT RT 20,16;"

PRINT RT 2A,3];''c,,
PRINT RT 2Z, !5;"e"
LET TX= 128 : r-ET l\=a
PLOT 143,8
DRRI^] -32,A,?I
]NK A

PRINT
PRINT
PRINT

A,@j" LEUEL=";LEUEL
A'2q; "SCORE=" ;SCORE
1, 1S ;,,H]GH SCORE=,' ;HSCO

fl1;RT
S1;RT
fli;RT



46 Spectrum Supergames

PFINT S1 ;RT I,A;" HIGH SCORER:'' JH$
RETURN
RET XXGRRPH ] CSX*
FOR 1:A rO 47
RERD R

POKE USR "A"rI,A
NEXT I
DRTR 24,24,2q, 237,237, 24, 24, 24
DRTR 6A, 126, 254 t254,25q, 127, 727 r63
DRTn 728, 6q, 6A, 60, 126, 126,255, 255
DRTR L2, 6A,6A, 126, 126, 255, 255
DRTR Z, B, 28, 32, 252, 254 t 255, 255
DRTR A, 16, 56, 58, 63, 127,255,255
RETURN

315A
3t6Z
33AA
3S 1Z
3324
3S3E
934A
3s5A
3364
3365
337A
aofEJJ/ J

33BA
3332



Chapter 5

Shootout

Description

Shootout is a game for two players which requires skill, cunning
and ultra-fast reflexes in order to become the greatest gunfighter
in the Wild West. The object of the game is to win six duels to the
death against your opponent while avoiding the random shots
being taken at you by some Indians escaping in their stolen
wagon.

This may all sound extremely easy, but just remember that the
life expectancy of a gunfighter is very, very short.

!,
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Hints on Entry

As the game is totally graphical, plenty of use is made of the
user-defined graphics facility and these characters are repre-
sented in lower case letters as usual. When the program has been
entered it should be saved on tape ormicrodrive by typing:

SAVE "SHOOTOT]"I" LINE 1

or

SAVE *"M";1;"SHOOTOUT" LINE L

Techniques

When writing garnes prograrns it is often necessary to produce a
complex picfure on the screen, which as the game progresses
changes to suit a developing situation. In such a case, when it is
time to start a new game the screen has to be regenerated and this
process can often take a long time.

A method of surmounting this problem is to create the picture
once at the outset of the program and then to transfer it, using
machine code, into a position in high memory. The complete
picture is then retained above RAMTOP and can be reproduced
on the screen very quickly by using a second routine.

The following short program reorganises the memory, leaving
space for the picture, and provides the user with the two required
machine code routines.

10 CLEAR 54OOO

20 FORI:'[.TO23
30 READ A
40 POKE 54000+I,A
50 NEXTI
60 DATA'l.,,0,27,17,276,214,33,0,64,237,17 6,20'1,
70 DATA 1,,0,27,17,0,&,33,216,2M,237,!76,201

lAlhen the program has been entered and run, the system is
initialised and the routines are situated at locations 54000 and
54012. Therefore, to store a picture USR 54000 is typed, and to
recall a picture USR 54012 is typed.

As the routines are set above RAMTOP, typing NEW will not
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affect them and they remain usable until the machine is switched
off .

Instructions

Load the program from tape or microdrive by typing

LOAD""

or

LOAD *" M" ;1;" SHOOTOUT"

When loaded the program will run automatically, and a brief
description of the game will appear on the screen. Each duel will
last for a set period of time, the passing of which is indicated by
the descending scale at each end of the screen. Each player must
attempt to move his character into the correct position in order to
kill his opponent. The score obtained for a kill depends on the
amount of time remaining.

Listing
IMPORTANT

1) THIS PROGRAM SHOULD BE ENTERED USINC CAPS LOCK.

2) ALL GRAPHICS CHARACTERS ARE REPRESENTED BY LOWER CASE LETTERS.

3) SPACES WTTFIIN TEXT SHOULD BE ENTERED AS LISTED.

t PoKE 23658,8
s Go srB Saaa
6 LET O$=CHR$ l3B: FOR I=l TO 3l : LET

O$=G$tCHR$ l38: NEXT I
7A INK A: PRPER 6: CLS : BORDER 6: INP

ur ,i'
i5 LET D1=3: LET D2=3
16 LET S1=O: LET S2=A
17 PRINT flA;TRB 8; FLRSH 1;"PRESS RNY

KEY "
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2A PRINT ))')tr't) INK 2;
';CHR$ 139jCHR$ 131 i" ' ;CHR$ i38jCHR$

133;" ";CHR$ 139;CHR$ i35;" ";CHR$ 138;"
";CHR$ 138j" ";CHR$ 139itHR$ 134;" " iC

HR$ 133;CHR$ 135;' ' ;CHR$ 138j" ";cHR$ I
38;CHR$ 142;" ";aHR$ 138j' ";CHR$ 1

31 ;CHR$ 135; " " ;CHR$ 133;CHR$ 135; " " ;CH
R$ 138;CHR$ 133;" ";CHR$ I38;CHR$ 136;CH
R$ 138;" "jCHR$ 138;CHR$ 133;' ' ;CHR$ I
38jCHR$ 133;" ";CHR$ 138;CHR$ 136iCHR$ I
38;CHR:$ 138;CHR$ 138;CHR$ I38;" ";C
HR$ 144;CHR$ 141;"',;CHR$ 138jCHR$ 133;',

";cHR$ 142;CHR$ tqI;" ',;CHR$ 134;CHR$ 1

34;CHR$ 134;" " ;CHR$ 142;CHR$ 137;" " ;C
HR$ i42;CHR$ 141;' ";rHR$ 134;CHR$ 134;C
HR$ 132;CHR$ 138;CHR$ 12S;tHR$ 138

25 PRINT FLRSH 1; INK 2; PRPER I;AT A

, a;G$;frT 2l r A;O$: FOR N=1 TO 2A: PRINT
FLRSH 1 ; ]NK 2; PRPER 1 ;RT N,A)"? '' ]flT N,
31 ; "?" r NEXT N

3A LET L=l: LET C=3: Go SUB l+A
35 LET L=16: LET C=28: GO SI-.JB I+A
4E PRINT RT 3,25]'b,,;RT ]8,6j,'a,';AT 2,

17)"k i";RT 3,17;"mn";Rf 15'72j"k[";RT 16
.^12;" mn";flT 18,1S j"p";fif 13,1S j" jo";RT 4
,Bj"P";flT 5,B;"-jo"

5A RESTORE 6A: FOR I1=1 TO 4: FOR N=1 T
O S: RERD F: BEEP ,5,F: IF ]NKEY$=.'., THE
N NEXT N: RERD f : BEEP ] , F : PRUSE 1O: I
F INKET*=" " THEN NEXT 11

6A DRTR -12, -3 r-7,-5r@,-2,-3, -4, -4, -5,
-5, -5, -3, -2, -2, 2 t A, -2, -3, -2, 3, 3, 2rA, -5, A

, -2r-4, -5, -4, -4, -5 r-2 r-5r-12t -2 r-3r-705-
LA'-12

J5 CLS

lAA LET L1=18: LET L2=3
114 LET l)=A: r_ET tJl"l=l
124 PRINT RT Ll,3;"a";Af L2,28;"b"
134 GO T0 tsz



Shootout

144 PR]NT ]NK q;AT L,C;,,+,,;RT Ltl,C;,'c
h";RT Lt2,C-I;"hei";RT Lt3,C-i j"gd" jAT L
+4,C;"e": RETURN

15A LET L=16: LET C:3: GO SUB IqA
168 LET L=l: LET C:22: Go SltB t+A
I7A LET T=175
l?a INK 2: FOR Y=Z TO 175 STEP 2: PLOT

D,Y : ORfrLJ 2, A: PLOT 253,\ : !ftfiLJ 2, Z : BEE
P "A@3,\t3: NEXT Y: INK A

ZAZ LET K1=(IN 64sIA<>Zss)+2*CIt 6sa22<
>25slr4Xt IN 6s278<>2s51
2AS I NPUT , r' " L-ET BONUS= i NT ( 2AA*RND ) :

PR ] NT $A J T6B 12 ; '' BONUS : '' ; BONI]S
Zla LET K2=(IN 573q2<>2sslr2*iIN 4315a<

> 2s5I r-4* t IN 32766 <> 255l
'215 LET D=Z
224 IF K1)=4 THEN GO SUB |aaa
225 ]F D THEN GO TO 3AAA
23a IF KZ)=4 THEN GO SUB ZAaa
235 IF D THEN GO TO 3AAA
24A IF NoT Kl OR K1=3 THEN GO fO 27A
25D IF Kl=i RND al>a THEN PRINT RT Ll,

3;" ": LET L1=L1-1: PRINT RI Ll,3j"a"
26A IF K1=2 fiND L1<21 THEN PRINT RT Ll

.3,'" ": LET L1=Llr1: PRINT RT L1,3i"a''
274 IF NOT K2 OR K2=3 THEN GO TA 3AA

284 IF K2=1 RND L2>a THEN PRINT AT L2'
28;" ": LET L2=L2-I: PRINT RT L2,28;"6"
23a 7F K2=2 RND L2<21 THEN PRINT AT L2

,28;" II ] LET L2=I2+7: PRINT AT L2,28)"b"
3AO LET l,J=[^lt[^l[^l

3lA lF U<A IHEN LET t^l=O: LET t"lt^l=I

32A IF Ll> 1g THEN LET t^t=18: LET tJtJ=_1
334 PRINT RT t^I,13;" " jfT [^l+1,13;"k[";A

f H+2: 13; "mn " iflT ["1t3, 13; " " ;RT 18..15,17;
" " ;RT 19-i,J, 17;"k [ " iAT 2A-4, 17 )" mn " ;FT
zI-U,17;" "
331 IF t^l<15 RND RND>.3 THEN LET \=(2A*

i,I]XB: PLOT |Oq,\: DRRU _72,A: INUERSE 1 :

51
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PLOT To4,\: DRRI,J _72,a: INUERSE o: IF h
f1=L1 THEN LET D=l: GO TO 3AAA
332 IF t"l(14 RND RND>.9 THEN LET Y=tl^lt2

]X8: PLOT i52,Y: ORRI,J 72,4: INUERSE 1: P

LOT 152,\: DRRI^I 72,A: iNUERSE A: IF 1S-tJ
=L2 THEN LET D=2: G0 TO 3AAA
344 LEf T=T-l
354 IF T<@ Tt-tEN GO TO 6AAA
360 ]NUERSE 1: iNK 2
37A ?LOT A,T: DRflt^l 2,0: PLOT 253,T: DRR

L^) 2rA
38A INUERSE Z: INK A

394 GO IO 2AA
l@AA LET Kl=K1-4
taas BEE? .aas,a
lAlA LET l=2A@
lA2A IF L1=l OR Ll=2 OR Li=5 THEN LET X

=144
IA3A IF L1=3 OR L1=4 THEN LET X=136
lA4A IF Ll=i3*ti OR Ll=2O-lt THEN LET X=i
a4
LASA IF L1=t^l+1 OR L7=i.l+2 THEN LEf X=72
IAAA IF L1=16 OR L1=17 OR LI=2@ THEN LE
T X=4A
|OTA IF Ll=18 oR Ll=13 THEN LEf X=32
IIAa LET \=(21-L1 l*Bt4
1114 PLOT 31,Y: DRRri X,A
1124 INUERSE 1

II3A PLOT 3],Y: DRRI,J X,A
11+A INUERSE A

1 154 7F LI=L2 flND X=2@A THEN LEf D=2
1 i6A RETURN
2AAA LEf K2=K2-4
2AO5 BEEP .AA5,A
2AlA LET X=2AO
2A2A iF L2=16 OR L2=13 OR L2=2A THEN LE
T X=144
2A3A IF L2=17 OR L2=18 THEN LET X=136
244@ ]F L2=l,lrl OR L2=l,Jr2 THEN LET X=1A4
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2ASA IF L2=1S-tJ OR LZ=ZA-I,J THEN LET X=7
2
2@64 IF LZ=l OR L2=4 OR L2:5 THEN LET X

=44
2A7A IF L2=2 0R L2=3 THEN LET l=32
2IAA LET T=(21-a2l*Br4
21IA PLOT 224,\: DRRI,J _X,O

2I2A INUERSE 1

2l3A PLOT 224,\: DRRI -X,A
21+A INUERSE A

2I5A IF L2=L1 RND X=2AA THEN LET D=1
216A REIURN
3aaZ IF L1=21 THEN LET LI=2A
3AAS IF D=1 THEN LET SZ=SZIT+BONUS
3O1A IF L2:21 THEN LET L2=2A
3415 IF D=2 THEN LET Si=SlrTIBONUS
3A2D IF D=i THEN PRINT RT Ll,3j"p";RT L
1+1,3;"-1o": IF L1-l)=Z THEN FOR N=L1-1
To a STEP -1: BEEP ,o5,21-N: PRINT RT N,
3j"q": FOR I=1 TO 25; NEXT l: PRINT RT N

'3j" '': NEXT N

3A3A I7 D=2 THEN PRINT RT L2,28;"p";eT
L2+1,28;"jo": lF L2-7)=a THEN FOR N=L2-
1 TO A STEP _1: BEEP .05,21_N: PRINT RT
N,28J''q,,: FOR I=1 TO 25: NEXT J: PRINT R

T Nr28;" " r NEXT N

3A+A RESTORE 3AqA: FOR N=1 TO 1 1 : RERD E

, F: BEEP E/2,F: NEXT N: DRTR 7,_I2, .75,_
12' .25,-72,! '-72, .75, -3, .25,-l@, .75'-lA'
" 25, - 12, . 75, - 12 2 . 25' -13' 2' -72
3A5A IF D=l THEN LET Dl=D]_i: IF Dl=A T

HEN GO TO +AAA
3AAA IF D:2 THEN LET D2=82-I I IF D2=O T
HEN GO TO +AAA
3A65 C.LS

3E7O PR I NT RT 1A,7 ; '' PLRYER 1 
.. ;RT 1A ' ZA;',

pLRyER 2";frT 12,E;"LIUES" jRT !4,A;"SCoRE
";RT 12,lA;D1 ;RT 12,25;A2;AT Iq,1A- tS1>3
3l ;Sl ;AT 14,25-(52)S3) ;52

53
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3ABA FOR T=6A TO A STEP.-.5: BEEP .AA3,I
: NEXT I
3A9A GO T0 35
4AAA PRINT RT 1A,72; INUERSE 1 ; 'GRNE OUE

Rg "
4AlA FOR I=1 To 2AA: NEXT I
4A2O CLS
4A3D PR I NT '' I,J I NNER : ,I j
4A4A IF D=2 THEN PRINT "PLRYER 1 " : PRIN
J : PRINT,SCORE :,,;31
4A5A IF D=l THEN PRINT "PLRYER 2": PRIN
r : PRINT "SCORE :";52
+A6A FOR I=O TO 6A STEP .5: BEEP .AA3,!:

NEXT I
4A2A GO TO 1A
1AAA RESTORE 5IAA
5AlA FOR N=USR "R" f0 USR "8"l-7
5A2A REfiD Z: POKE N, Z
5A3A NEXT N

5A4A RETURN
slaa DRTR BIN AAAATAAA,BIN AOA!11AA,BJN
DAAAIAZA,BlN AAAA111i, BIN AAAA|AAA, BIN A

oaal too ,BIN aaatalaa, B I N aa 1|alaz
511A DRTR BIN AAAIAAAO,BlN AAIt|OAA,BIN
aaalaaaa,BTN 1 llIAAAA,BLN AA@|AZAA, BIN A

al laaaa, BIN oal alaaa, BIN aalat laa
5120 DRTR 126,126, 126,126, 126,126,726,12
6
513A DRTR 726, 726,254,254 :254,25q t 126, 72
6
5l+a DRTR 126, 126, 127, t27, 127, 127, 126, 72
6
5154 DRTR A,A,8rN AAAT|AAA,BIN AArrtrAOr
126, 726 ' 726 ' 126
5164 DRTA 6A,62,63,63,63r BIN AAA1 I111,, E,
a
5l7A DRTR A,A,BIN AAAI 1AAA,6A, 6A,6A,6A,6
a
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51BA DRTR 6A,3IN A1 r111AA,252,252,252,81
h{ 1i111AAA,A,A
513A DRTR Z, B]N 11181211J BiN IZIDIAiA,SI
,TI TIAIZiA, BIN 111A1211, B]N 11ZA1Z1Z, BIN

18IA1A1Z,BIN IAIA|Z|A
=2AO DnTR BIN AAAAAAZI,BIN AAAAZ1lZ,BIN
oag'alazz,BIN aaalaaaz, BIN zaa|aaaz, BIN a

AiZZAAD, B]N AZlZAAAA, BJN ZATZAZAZ
52le DRTfi B jtt |ZAAAAAA, BIN AtTAAAAA,BIN
atsaToaaa,3I8 aaazlaaa,3IN zazalZaa, BIN E

aaaalaz,B IN aaaaalaa, BIN aaazalaz
5224 DRTR BIN AAA711EA,3IN AAA 1 1 I 1 1, BIN
aata 1 1 1 1, BIN ZAlAItl i, BIN AAIlI 1 1 1, BiN A

zizzaaa, BIN az lzaaza,a
523u DRTR BIN AAlIIAAA,BIN i1i11AAA,BIN
1-1IlZ1ZZ,3i5 1111AiAE, BIN i 11i i lEA,BIN Z

agaa 1ga, B IN aaaao taa, a

5?44 DRTR A, l2B, I2B, l2B, 728,8, A, A

=2=A DRTR 8,8, BIN AAllI).IA,B,B,B,BIN AAA

11IAE, BIN AAl7t1tA
526A DRTR AlA)A' BIN A1A11ZZ 1' 255' BIN A1E
ZZAZZ,A,Z
6AAA PR ] NT RT IZ, 13; I NUERSE 1 ; ,,SLINSET 

9 ,.

6A1A FoR I:1 T0 2Aa: NEXT I
AZ2A CLS
6A3A LEI d1=d1-1: IF dl--Z THEN LET d=l:

GO TO +AAA
6A4A LET d2=d2-I: IF dZ=A THEN LET d=2:

GO TO 4AAZ
6A5A G0 TO 3A7A

55



Chapter 6

Cribbage

Description

If you are a card-playing fanatic then you will love the
opportunity to test your ability against a computer in this, the
most skilful of games for two players.

As the game progresses, it should become obvious that the
computer is no easy adversary as the program is designed to
detect many of the crafty tricks you may play for extra points and
the computer also knows a few tricks of its own. So good luck,
play fair and with a lot of practice you might just win a game-if
you're lucky!

I
I )

'{
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Hints on Entry

Although the program is very long, there are no major areas
which are likely to cause problems. The user-defined graphics,
which are few and far between, are represented as usual by lower
case letters. The major part of the program consists of the mathe-
matical algorithms used to enable the computer to play an
intelligent game, and a series of validation routines to make sure
that you, the computer's opponent, are abiding by the rules of the
game.

\iVhen the program has been entered, it should be saved on tape
or microdrive in the normal way using:

SAVE "CRIB" LINE 1

or

SAVE *"M";l;"CRIB" LINE L

The program has been written using a modular approach and
consists of a large number of subroutines each with an associated
REM statement. If after entering and running the prograrn a
particular facility does not operate, then it should be a simple task
to locate and amend the error.

Techniques

The word technique is often used to describe the way in which a
program has been constructed. A program which has been
written using a good technique will be clear, easy to follow and
will generally run faster than one which has been designed in a
haphazard manner.

One of the best techniques to employ in program writing is
that known as modular programming, in which the program is
built up using a series of blocks ormodules.

1) The program is divided into a series of modules by con-
structing an algorithm or flow diagram such as that shown
in Fig. 2.

2) When a rough outline has been completed, each of the
blocks can be coded into a subroutine to be used in the
program. Each routine should contain at least one REM
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Fig. 2

statement indicating the purpose of that section for future
reference.

As mentioned above, a prograrn written in a logical and
structured manner will operate more efficiently and will be far
more rewarding to the prograrnmer.

Instructions

When the game is loaded from tape or microdrive, it will run
automatically. The cards will be cut to see who has first crib, and
the computer will deal out the cards.

No playing instructions are included at this point as it is
assumed that the rules of the game and the modus operandi are
understood. To make operation as easy and as fool-proof as
possible, the user refers to his cards by number and if at any time
a card cannot be played then the player types P to pass and the
computer takes its tum.

START

DISPLAY
CAHDS

EVALUATE
PLAYER'S MOVE

AU'UST
CARDS
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Listing

IMPORTANT

1) THIS PROGRAM SHOULD BE ENTERED USING CAPS LOCK.

2) ALL CRAPHICS CHARACTERS ARE INDICATED BY LOWER CASE LETTERS.

3) SPACES WITHIN TEXT SHOULD BE ENTERED AS LISTED .

1 LET RC=A: LET Rp=Z: r_ET GO=INT tRN
D)K2)+1: INK U: t-ET FL=A

2 LET N$="
' : LET ["]$= "

3 FOR I:1 TO 3
4 LET N$=N$IN$
5 NEXT I
6 LET SCi=5: LET SC2=77a: LET SPI=$:

t-ET SP2=125
7 LET SCOREP=Z: LET SCOREC=Z

8 RRNDOTIEE
3 POKE 23659,8

1A CLS

15 G0 SUB 33AA
20 DIn C(51: DIll G$(8,3): DIll D$(4,3J:

DIll E$[4,3]: DIll PtB): DIll I$(5,31: DIf
F$[1,3): D]11 R$(12,3): DIf H$(5,31: DI11

B$(12,3): pIll P$(5,3J: DIll C$(8,11: Di11

ItlA): DIn R$(8, tl: DItl P$[5,3]: Dlt"1 C$

[5,3]
21 LET F$t1l="33S"
23 GO Sl-lB qAA@

3A PR]NT RT !,23; 'DERLING,,
31 PRINT nT 3,24 j'CRRDS"
32 cO Si-lB SAAA
33 IF GOZ2<>INT CGAI2] THEN PR]NT Si;

"PLRlgPr 5 CRIB"

a
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34 IF GO,/2=INT (GAIZ) THEN PRINT fi1;''
CONPUTER) S CRIB''

35 LET S=1 : LET F=6: GO SUB 913u
36 LET S=2: LET F=12: GC SllB 913A: GO

srB 34AA
37 FoR I=I TO 6: LET R$tIl=gg(116): NE

XT l: LET CN=6: LET Cl=l: LET C2=6: G0 S
tJB 6AAA

38 GO SJB 6IA0
3s GO SUB 62AA
4t GO SUB 1AAA
42 LET X1:192: LET \1=1a4: GO SUB 63AA
q3 GO SUB 64AA
44 PRINT RT T,21 ;,' CO|IPUTER,' ;RT 2,21;,,

THINKJNG,, ;RT 3,21; ''PLERSE I,JRIT., : GO SUB

356A: FOR i=1 TO 6: LET R$(I]=B$(IJ: NE

XT l: GO SUB 8A@A
45 PRINT RT !,2!;,'ENTER CRRD,'
46 PR I NT RT 2,2A; .TO BE PLRCED,,
47 PRINT RT 3,27;' IN BoX r'

48 GO SUB 356A
43 LET C:6: GO SUB 52A@

5A LET n=3
51 LET Z$=INKEyS: 15 Zrr=" " THEN GO TO

5l
s2 LET Z=UflL Z$: IF Z>6 0R Z<t THEN G

oT0sl
53 LET C$tl'1l=flr$tErO)
5+ IF C$$11=C$(31 RND n:4 THEN GO TO

E1,JI

.5s PRINT RT 4 t22t t tt1-3)*2); iNK I (t) ;R
$(Zl;RT 5,22t( (n-31*2);G$tzl: LET t1=t1tl

56 I F I1(> 5 THEN GO TO 51
57 LET K=l
58 FOR I=7 TO 12
6A iF A$( I I <>C$t3l RND R$t I ) <>C$t4l TH

EN LET P$tKl=fi$[ ] J : LET K:Ktl
62 NEXT I
63 GO SUB s3AA

L
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78 FoR I=1 TA +: LET R$tIl=pg(ll: NEXT
I
BA LET C1=1: LET C2=4: LET CN=4: GO SIJ

B 6AAA: GC SUB 6IAA: GO SUB 62AA:: GO SU

B \AAA
3A ] NK A : PR J NT RT 7 ,2A ; PRESS ENTER,,

]RT 2,2A ;,' TO CUT ,, j RT 3 ' 2A ;,, THE C

RRDS";RT 4 '2A;" " lRT 5,2A;"
!' : GO Si-lB 3564
3I IF INKEY$="" THEN GO TO 31

lAA LET R=INT (RNDX4J+I
.1 1E LET F$t1l=S$tFl
12a LIT R=iNT tRND*26ltl
I3a IF R,,Z=INT lA/2) THEN GO T0 12A
lqZ LET F$(1,2 TO 3l=U$tO Ta fit1l
I5A FOR I=1 TO t2
164 IF B$(Il=F$(il THEN GO T0 laa
i7A NEXT I
IBA GO SUB sqAA
1 85 LET X I = 132 : t-ET '( I: IZ+ : G0 Sl-.lB 63AA
i89 LET Cj=1: LET C2=1: L_ET CN=1: L_ET F

$t1l=F$t1l: GO SI-IB 6lZa: L-ET Y$=Q$[]l: L
ET Z$=R$( 1 I : LET I I:25: GO SUB 5AA5

l3e lF F$[],2 TO 3J="11" RND GC,,2=INT t
GOt2 I THEN LET SOCREP=SCOREPT2: GO SUB

+aEa
1S1 lF F$[],2 TO 3l="11" RN0 GO,/2(>iNT

(.GOZ2] THEN LET SOCREC=SCORECI2: GC SL-]B

+aaz
1S2 GO SUB 56AA: GO Si-lB 55AA: GO SUB +1

ZA: GO SL]B 56AA: TF GOZ2OINT (.GO/Z] THE
N LET FL=l: GO T0 23A

133 Go SUB 56AA: GO SUB 55aA: LET Ci=l:
LET C2=7: LET CN:1: LET R$t1]=F$[1]: GO

SUB 61ZZ: LET Y$=G$(11: lET E$=R$[]l: L
ET II=25: GO SIJB 5AA5: L-fT X1=I32: rET Y

1=144: GO SLIB 63AA
134 FOR I:1 TC q: LET R$i]]=P$iI]: NEXT
I

67
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135 LET C1=] : LET C2=4: LET CN=4
136 GO SUB 6AAA: GO SUB 6lAA: Ga SUB 62

OE: GO SUB 5AAA
137 LET Xl=132: Lf T \l=l74: GO SllB 63AA
2AA FOR I=1 T0 C

2ZI IF URL tF$[1,2 TO 3]I>URL (?${1,2 T

O 3) ] THEN NEXT T

2a4 FOR J=5 TO ltl STEP -1
245 rET P$tJl=P$(J*1)
2A7 NEXT J
2aA LET P$t I l=F$t I l
2la LET I$(sl=F$t1l
224 LET C$(sl=F$t1l
23A GO SUB 5SAA
235 INK A

242 PRINT RT I,2A;., PLRYERS.,;flT 2,2A;,,
SCORE: "
2q5 GO SL]B 3562
25O FOR I=1 TO 5: L-ET H$(Il=P$(Il: NEXT
l: Go SUB 2aaz
255 INK A

262 PRINT RT 2,22;S
274 LET SCOREP=SCOREP+S
275 LET SPl=SCOREPXS
2AA GO SUB 4AAA
285 IF FL=] THEN LET FL=a: G0 To 376
23A GO SUB 55AA
3AO ?RINT RT I,2A;,' COI1PUTERS.,;fiT 2,2A;

" SCORE=,'
341 GO SUB 56AA: LET CI=l: UET C2=7: LE

T CN:i: LET R$t1j=F$(11: Go SUB 6IAA2 LE
T Y$=Q$(11: LET E$=R$t1l: tET il=25: GO

SUB 5AA5: LET X1=132: L-Ef \l:lA4: GO SllB
63AA
314 GO SUB s56A
31 1 GO SUB 53AA
312 FoR I=1 To +

313 LET R$tIl=I$(I)
314 NEXT I
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315 LET Cl=1 : Lf T C2=4: t-ET CN=4
316 GO Sl-lB 6AAA: GO Sl]B 612A: GO SUB 62

DAl GO SUB SAAA
328 FOR I:1 TO 5: LET t-1$(ll--I$tIl: NEXT
I
321 FOR i=l To C

322 IF URL F$[ 1,2 IO 3]>URL (H$[ ],2 TO

3]] THEN NEXT I
323 FOR J=5 To Itl STEP -l
324 LET H$[J]=H$(J-ll
325 NEXT J

326 i_ET H$(Il=F$t1l
327 GO SUB TAZA
328 INK A

334 PRINT RT 2)27;s
34A LET SCOREC=SCOREC+S
354 LET SCl=SCORECXS
364 GO SUB +AAA
374 GO SUB 55aA
375 IF FL=i THEN GO TC ]33
376 Go SUB 55ZZ: IF GOz2()INT (Got7) Tl

EN PR]NT RT I,2I; ' PLRYER' S"
377 IF GOI2=INT IGOI2] THEN PRINT RT ]

,27 ;,, COIlPUTER, S.
38O PRINT FT 2,21 ;.'CRIBBRGE.. ;RT 3,21 ;''S

COBS=" '

334 GO SUB 356A
4AA GO StB 53AA
ala FoR I=i To q

424 LET R$t I l=C$[ ] l
43A NEXT I
+qA LET C1=1: LET C2=4: L-ET CN=4

45A GO SLIB 6AAA: G0 SllB 6lAA: GO SUB 62
DA: GO SUB SAOA

464 FOR I=1 TO 5
47a LET B$t I l=C$[ ] )
4BA NEXT 1

494 LET S:t : LET F=5: GO SUB 3155
5AA FOR I=1 T0 5
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5IO LET H$[]l=fi,$iIl
524 NEXT I
53A GO SUB TAAA
s4a PRINT RT 3,27;S
55A IF GO,/z=INT CGO/Z] THEN LET SCOREC

:SCORECIS: LET SCl=SC0REC*5: GO TO 57A
564 LET SCOREP=SCOREP+S: UET SPl:SCOREP

*5
574 GO SUB +AAA
584 LET G0=G0tl
234 CLS
BAA GO rO 23
3SA STOP

4AAA RET XXSCORE BORRDXX

4AAI LET SPl=SCOREPXs
4AA2 LET SCl=SCOREC*S
4AA3 INK A

+DlA FOR J =A TO 7

4A3A NEXT J
4432 iF SC0REC)=61 RND RC:l THEN LET Z$
="COI1PLJTER ": G0 TO B3AO
4034 IF SCOREP)=61 FND RP=] THEN LET Z$
=,,PLfiYER": GO TA B3AA
4035 GO SUB 35@A

4436 INK U

4437 IF SCOREP>6A THEN LET SCOREP=SCORE
P-62: LET RP= 1 : lEf SP l. =SCOREP>KS : LET SP
2=I25
4438 IF SCOREC>6A THEN LET SCOREC=SCORE
C._6@: LET RC=I: LET SCI=SCOREC*S: LET SC

2=77A
4A4I IF SCOREC>3O THEN LET SC2=159: LET

SCl=t l sZ- ( TSCOREC-31 lX5l .')

qA42 IF SCOREP>34 THEN LET SP2=136: L-ET

sP1=t lsu-( tscoREP-31 lxsl l
a,OSA PLOT SC1, SC2: PLOT SCl-1, SC2+1 : PLO
r SCl, SC2rl : PLOT SCI 11 , SC2tl : PLOT SCl ,

SC2+2: PLOT SC1, SC2t3 4

I

Z
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4AOA pLOT SP],SP2: PLOT SPl-1,SPZ-I: PLO

T SP1,S?2-7: PLOT SPlrl,SP2-l: PLOT SPl,
E?2-2: PLOT SP],SP2-3
4O7A RETURN

4IAA RE XPLRY ROUT]NEX
4lA1 LET pO=GOtl: L_ET PfiSS=Z: L_ET C7=A:
UET TCP=Z: LET TOTflL=@
4IA2 INK Z

41ft FOR I=1 TO q

ILZA LET D$t I )=P$( I l
4t30 LET E$tI)=l$il)
414A NEXT i
4I5A PR J NT RT I ,2A ; PLRY FOR I,

4IEA PRINT RT 2,28;,, PO]NTS.,'
4161 PRINT RT 3,24;'' PRESS ENTER,'
4162 PRINT RT q,2A;,, TO CANTINUE..
4163 G0 SUB 356A
q164 LET 3$=INKEY$
4165 IF Z$="" THEN GO TO +l6q
4184 IF PA/z<>(INT IPO/z)) THEN GO SUB
45AA
4181 ]F TOTRL:31 THEN LET TOTRL=A: LET
PfiSS=2!: LET CP=A: GO St-lB 56@A: cO fO 418
B

4182 iF PRSS=2 THEN LET SCOREP=SCCREPIl
: GO SUB 4AOA: GO SI]B 56@A: L-ET TOTflL=E:
L-ET CP=A: t-ET PASS=Z: GO T0 4188

4183 IF TCP=B THEN Go To 4l3a
418+ IF PO/2=INT IPO/Z] THEN GC SUE +64
a

4IBO iF TOTRL=3l THEN LET TOT6L=6: t-ET
PflSS=Z: LET C?=A: GO SLB 56AA: cO TO ql?
a
q1B7 IF PRSS=2 THEN LET SCOREC=SCORECIl
: GO SUB 4AAA: GO SIJB 56@O: LET TOTflL=O:
t-ET C.?=A: LET PflSS=Z

q188 IF TCP<B TrjEN GO TO ctBA
4130 IF PO/z:INT (?O/2] THEN LET SCOREF

=SCOREP+I: GO SUB 4AAA
qI32 IF POzZ (> INT CPOIZ] THEN LET SCORE

-
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C=SIORECIl: GO SUB +AAA
42AA RETURN
45AA RET XPLFYERS GO*
45Al G0 SUB 5=aa: INK A

4542 PRiNT RT 7,2a; ' YOUR PLfiY:"
a5A3 G0 SL]B 356A
q5A4 FOR I=i TO +: LET R$tIl=D$[IJ: NEXT
I: LET C1=1: LET C2=4: GO SltB 61A@

452D FOR I=1 To 4

4525 IF D$(I)="S39" THEN GO To 455A
4526 IF A$[ I ]=" { " OR O$[ ] J="6 " fHEN INK

2
q53a PRINT RT 3, CZATQXI) I ;0$( L 1)
4548 PRINT RT 4, l2at(2xI) I ;R$( I l
4s41 INK E

4s4s PRINI RT s,(2att2*l;;; FLRSH ljI; F

LASH Z

455A NEXT I
4551 PRUSE A

4552 LET Y$=INKEY$: If 1g="P" THEN GO T
o 4ss4
4553 IF Y$="" OR CODE tY$l>57 THEN G0 T
o q552
4554 IF Y$=..P,, THEN LET PO=POI1 : LET PR
SS=PnSStl: RETURN

4555 LET Y=UflL [Y$]: IT \>4 THEN GO TO
4552
4556 IF D$(T)="333" THEN GO TO +552
4558 LET UL=UflL A$[Y,2 TO 3): IF UL>14 T
HEN LET UL=lA
4553 IF TOTfiLtUL)3] THEN GO TO 4551
4s61 LET TOTRL:TOTflL+UL
4562 LET PtCPtl l=UL
4563 LET PO=POI1
a565 LET CP=CPIl
a57A LET TCP=TCPti
4571 LET G$1gP;=P$(Y)
458a LET D$(Y):"333"
4581 FOR I=l TO CP

4582 LET R$tIl=G$tIl
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4sB3 NEXT I
45gq Ga suB 56aa
4565 LET Cl=l: LET C2=C?: LET CN=CP: GO

suB 6aaa
N5Q,6 GO SUB 61AZ
4587 GO SUB 62AA
45BB GO SUE 5AAA
45sA GO SUB qsAA

4533 RETI]RN
46AA RET XCOI1PUTERS GOX
a6E5 FOR I=1 TO C: LET R$tIl=E$(Il: NEXT
I: LET .l=l: LET C2=e: GO SUB 6100

4614 Go SUB 55Aa: INK A

4624 PR I NT RT I ,2A;, COIIPI]TER,S II

4632 PR]NT RT 2,2A;,, PLRY:,'
4644 PR I NT RT 3,2A ),, PLERSE I,JR ] T ''
4654 GO SUB S56E
4664 FOR Y=l TO +

4674 LET UL=UFL [E$tY,2 T0 3] l
4671 IF UL=33 Tt-lEN GO To 463a
4672 IF UL>ia THEN LET UL=IE
q6BA IF TOTffLtUL=15 OR TOTffLtUL=31 THEN

GO TO +75A
168I IF CP)=l THEN IF UL=PICP] RND TOTR
LIUL(:3] Tt-lEN Go To q75a
4634 NEXT Y

47AA FOR T=4 TO 1 STEP _1

4714 IF E$[YJ:"333" THEN Go TO q72Z
4711 LET UL=UflL [E$[Y,2 TO 3]l
4712 IF UL>IU THEN LET UL=1A
4715 IF 1s16;tUL(=31 THEN Go TO +75a
4224 NEXT Y

4743 LET PO=POtl: LET PfiSS=PfiSSt1: RETUR
N
q75A RET XPLRY CRRPX
4755 LET PtCFtll=UL
4764 LET CP=CPIl
+774 LET G$tCP)=E$IY]
+784 LET E$[Y):"SSs"
4734 LET TCP=TCPIl: LET TOTRL=TOTflLIUL
q731 LET PO=POt1
473s rOR I=i TO rP
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4736 LET R$( i l=G$t I l
+737 NEXT I
4738 GO SUB 56AA
4733 LET C1=1: LET C2=CP: UET CN=CP
4BAA GO SUB 6AAA
qBIA GO SI.]B 6IAA
4B2A GO SUB 62AA
qa3z GC slB 5AAA
4835 GO SUB q3AA

48+A RETURI.]

43AA RET XSCORE EURLURTIONX
q3AI LET SPG=Z: LET TT=A: LET P6SS=Z
43A2 IF TOTEL=IS OR TOTRL=3l THEN LET S

PG=2
q3A+ IF CP <:2 THEN GO TO q3q2
4346 FOR I=1 TO CP

+3AB LET P(I]=URL [G$(I,2 TO 3]:)
43IA NEXT I
q32A LET f RX=p t Cp I : L_ET t1l N=p ( Cp l
n?i2 FOR I=1 T0 C?-2
a323 LET TT=A: LET l1flX=FtCPl: LET lllN=P(
CP]
q32q FOR J =CP T0 I STIP - I
4326 IF P(J l>nRX THEN LET llflX=P(J )
4328 IF F(J]<I1]N THEN LET IIIN=P(J]
4334 LET TT=TTtPtJ l
4332
4334
4336
a33B
ET SPG=SPGIICPII )-] : G0 TO q3C2
43qA NEXT I
+342 IF CP)=3 Tl-lEN iF PICPI=PICP-I1 RND
P(CP)=?lC?-21 THEN LET SPG=SPGIE: G0 T

o 4384
43+6 iF CP)=2 Tl-lEN iF PtCPI=P(CP-]1 THE
N LET SPG=SPGI2
43BD IF ?O/2=INT (?O/21 THEN LET SC0REP

=SCOREpTSFG
4382 IF ?Ot2<> INT C?O/2j THEN LET SCORE

C=SCORECTSPG

NEXT J
LET RUl=tl1flXt11IN)22

lFTn0Y?aII'4,\EPrAlIt, ] r=.r- r rHEN L

-
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4384 GO SUB +AAA
,4qaE RFTURN
5AAA REfi XXDRRI,J S I NGLE CRRD*X
5AAl LET JJ=I@: LET II=[3*CN]-2: L-ET T$=
o$(C2l: LET E$=R$tC2l
SAAS IF T$="c" OR T$="d" THEN INK A

5AAA iF Y$="{rr OR Y$=r'e" THEN INK 2
5A1A PR]NT RT JJ, ] I ;Z$
5A2A PRINT RT JJ_l, I I ;Y$
5A3A PRINT RT JJrB, IIr4lZ$
5AqA PRINT RT JJ19, IIt4;Ie
5@5@ IF Z$="J" THEN PRINT RT JJt3,IIt3j
CHR$ 133jRT JJt4,IIt1;CHR$ I36;CHR$ 133;
NT JJt5,iIt];CHR$ 134JCHR$ 14A;CHR$ 137
5A60 IF Z$-''0,, THEN PRiNT RT JJt3,IIt];
CHR$ 137;CHR$ 131 jCHR$ 134;RT JJt4, I I+] ;
CHR$ 138;CHR$ 132lCHR$ 133;61 JJ+5, IIrl i
CHR$ 13+;CHR$ 144;CHR$ 133;RT JJt6,IIt3;
cHR$ 123
5@7O IF E$="K" THEN PRINT RT JJr3,IIrlj
CHR$ 138;CHR$ 132;CHR$ T3A;AT JJ+4, I It1 j
CHR$ 133;CHR$ 134;RT JJ+5,II+1;CHR$ 138;,, ,, 

; CHR$ 134
5ABA IF E$="h rr OR E$='lr3'r OR Z$="6" THEN

PRINT RT JJt],IIt1;Y$;'. .,:T$;RT JJt3,II
+1;Tt$;" ";Y$;RT JJ+5,II+l jf$j" ";Y$jRT J

)+7,1 It1;Y$;" ";Y$
5ABl IF Z$="h" THEN PRINT nT JJIZ,IIt2;
r$;RT JJt6,II+2;Y$
5082 lf 3g=t'3" THEN PRINT RT JJt4,IIIZ;
r$
5@34 IF Z$="6" OR Z$-"7" THEN PRINT RT
JJtl, 1It1 lY$; " " ;T9;RT JJ+4, I If 1 ;Y$; " !r r

f$ jRT JJt?, I Iri iY$; " " ;Y$
5431 IF Z$="7" THEN PRINT RT J.Jt4,II12;
r$
51AA iF Z$:"5'r OR Z$:"4" THEN PRINT nT
)J+2, I Itl ;Y$; " " lY$;RT JJi6, I If 1 ;Y$; " 'r r

r$
51Ai lf 3E=t'5t' THEN PRINT RT JJt4,IIt2:,
r$
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511A If 3E="2" OR Z$:"3" THEN PRINT RT
)Jt2,IIt2lY$;RT JJ+6, l I*2;Y$
5ii1 1F 3$:"3" OR Z$:"]" THEN PRINT RT
.JJt4,1It2;Y$
512A RETURN
52AA RET XXNUIlBER CARDSXX
52lA FoR I=1 To C

5228 PRINT RT 21, (3* t I-1 l lr1 ; FLRSH l ; I i
trLRSH A

=,c3A NFXT T

szqa RETLiRN
53ZA RET XXCLERR CRRDSXX

53Ia FoR J=8 To 2l
5328 PRiNT RT ),A;',

=33A NEXT J

=3+A RETI]RN

=4aa 
pg1 1ys;EeR fRIB.*x

54IA FOR J:B TO 2I

=424 
PRINT RT ),21)

5+3A NEXT J

=4qA RET|.]RN

=5aa REI **fL-E0R REP0RTxx
5s ]U FOR _r :1 TO 6
552A PR I NT RT ) ,2A ; '',

553A NEXT J

S=42 G0 Si-.lB .9564
555A RETURN

=6AA REI] XCLERR BOTTOII)K

=6TA PRJNT OT 8,2;N$

=622 RETURN
6AZA RET XXDRRI,J fRRDSXX
AA|A FOR I:ZC TO 24XCN STEP 2q
EA2A PLOI 7,1A4
5Z3A DRRl"l -22,2: DRRI,J -2,--2: DRflt.l A,-85:

f RRL^ 2, -2 : DRRII 22, A

6A4A NEXT I
6A5A DRRII 3A,A: DRflt^l 2,2: DRR[! Z,85: DRR
r^t -2,2r DRRLJ -3A,A
6A6A RETLRN
6laa REit xxpLRYHRS aRRDSxx
a1lA FOR I --a 1 T0 C2

E
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612A 1F R$[L1J:"H Tl-ltN LET B$t]l:"{"l
r a f a f t 

--Ltr- M I )-L
6l3a 1F R$(i,1i:"C' IHEN LET G$tll="c"1

L-ET I(.Il=a
6t+A IF R$[j,1.]='D" THEN rEi A$tIl="s"1

r-ET Ill)=2
6152 ]F R$[ ], 1]:"S ' THEN LET A$t I ]: ,d,' 

]

L-ET I t I l=A
5151 lF R$t1,2):'A' fHEN LET R$(Il=R$ti
.31 : Go To 6l6a
6152 IF R$[1,3)="a" THIN LET R$(]l=''5"
6153 lF R$[1,3J--"i THEN LET R$(]l="J
61s4 lF R$[] 3)="2 rHEN LET R$[J]="G"
6155 IF R$(L3l="3' THEN LET R$[]l="14"
6T6A NEXT ]
617A RETURN
62aZ REfi xxf0fPLETE CARDSxx
62la FoR I=i To CN

a22A iNK ItIl
6234 PRINT RT Ia,(Y(tl-1llt1 ;R$tIl
A2+a PRINT RT 9, [3*t ]-1 I lii ;O$( I l
6254 NEXT I
6262 RETURN
63Za REfi X*CRRD oLITLINExx
6345 INK Z

631A PLOT X1,Yi
6322 DRnil =q,A:. DRRI,J 2,*2: DRRI! A,-85: O

Rfrl)*2,-2: DRRI,J -54,4: DRRTJ -2,2: DRRli A

, 85: DRRi,l 2,2
633A RETL.]RN

64ZA RET XXSHRDE PRCKXX
6qIa PRINT RT 3,2q I -jDbbbbk "

6q2a FlR J=lZ To 1B
5432 PRINT RT J,2q I bbbbbbb"
6qqa NEXT l
6454 PRINT RT 13,2q; ttttilL"
643s RETURN
TAAA RET XEURLURTORX
2DA1 LET S=E

7AA5 LET S?=A

71
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2A1O FOR X=l TO 5
TaIl LET CIX]=UflL [H$CX,2 T0 3)l
7412 NEXT X

7AI5 GO TO 77AA
7E5A REN XBONUS lX
7A51 FOR X=l TO 5
7852 IF H$tXl<>F$t1l RND H$(X,2 TO 3)="1
1'! RND H$[X,i]=F$[1,1] THEN LET S=St1
2053 IF C(X]>18 RND CtX](14 THEN LET Ct
x):ta
TAsq NEXr X
TIZA RET XPR]RSX
Trto FoR x=i To 4
2l2Z FOR T=Xtl TO 5

713@ IF H$[X,2 T0 3)=H$[Y,2 T0 3] Tl-lEN

,41 gp=Spt2
7I+A NEXT Y: NEXT X

)15O LET S=SISP
7+IZA REN XFLUSHX
)qAs LET SF=A
74IA IF H$[i,1)<>F$i1,1] IHEN LET Y$=H$
I1,i]: LET XX=1
7q11 IF H$(1,11=F$tl,1l THEN LET Tt$:H$t
2,7): LET XX=6
2q12 FOR Z=2 TO 5

7413 IF H$[E, 1,]=Y$ RND H$[e, 1] <)F$( 1, 1l
THEN LET XX=XX+1
7414 NEXT Z

74T5 IF XX=4 THEN LET SF=4: GO TO 7424
24IB IF H$ti,1:l=H$[2,]) RND H$(1,11=H$(3
.11 RND H$[1,1]=H$[4,1J RND H$(1,1]=H$(5
, 1 I THEN LET S:SIS
742A LET S=StSF
Tsoa REr 2-cRRp lsx
)5IA FOR X:] rB 4
2524 FoR T:Xtl T0 s
755A IF C(X]tCtY]=15 THEN LET S:SIZ
7564 NEXT T

7s7A NEXI X

76AZ REN X3-CRRD i5X
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)612 FOR X:l TO 3
7624 FOR Y:Xti To +
763A FOR Z=Yt1 TO 5
765A iF CtXlrCIY]rCtEl=15 THEN LET S=St
2

7664 NEXT E: NEXT Tr I'IEXT X

7675 jF C[]ltC(2)tC[4]tCt5l=15 THEN LET
S=S t2

7676 iF Ct2)tC[3]+Ct4ltCt5l=15 THEN LtT
S=S t2

7627 IF Ct I lrCt2)+Ct3lrCi5_l:15 THEN LET
S:St2

2628 IF CtllrC(2)rC[3].rCt4l=1s THEN LET
S=St2

7673 IF Ct 1 ltC(2)tCt3lrCt4ltCtsl=i5 THEN
L-ET S=St2

768A GC TO 73AA
72aa IF C[1]rl:alzl RNO C(2)+1=Ct3) RND

C[3)fT=C(+] RND CI4]i1=C(5] THEN LET S=
Sr5: GO TO 72qB
)7Al LET R4=a
77AZ FOR tJ=l To 2
72a3 FoR X:1"1t1 13 3
77Aq FOF Y=Xt] To q

7745 FOR Z=Ytl To 5
27AO IF Ctt^ll=CtXl*1 RND CtXl=CiYl-1 RND
CIY.]=CtZ)-1 THEN LET R4--R4t4
)727 NEXT Z: NEXT Y: NEXT N : NEXT t,J

27oB IF R4<>a THEN LET S=SIR4: Go To 77
4B
77tA FOR X=l TC 3
2722 FOR T=Xtl To q

7734 FOR Z:Y+l To 5

77q6 IF CtY]-CtX]=1 RND CtZ]-CtY]:1 IHEN
t-ET S=St3

7747 NEXT Z: NEXT Y: NEXT X

7748 GO TO 7A5A
73aO IF S>|1RX THEN LET llRX=S: L-ET Nl=I :

r_ET N2=J : r_ET N3=K: LET N4=L
7.9s3 RETI_tRN



74 Spectrum Supergames

BA@A RET XHRND SELECTIONX
BAA| LET H$[5]:"333',
gZA5 IET llfiX=Z
gAlA FoR I=1 TO 3
BOZa FoR J=It1 fo 4
9A3O FOft (=J11 TO 5
BAIA FoR L=KII TO 6
8A5A LET H$t i l:R$( I l
BZEa LET H$t2l=e$tJl
gZTa LET H$i3l=R$tKl
7OBZ LET H$t4l:R$tL)
gA85 Go
gZSa NEX
gZ35 IF
L-ET N3=3

SUB
TL
tlRX
.i

TAAA
: NEXT K: NEXT J : NEXT I
=Q THEN LET N1=1: LET N2=2
IT N4:4

J] THEN GO TO 8118

811
811
811
811

BIAA LEf I$( I l=A$[N1 J : LET I$(2)=R$(N2J :

L-ET I$t3l=fl$[N3] : LET I$t4l=fl$(N4i
81IA LET K=i

OR I=l
OR J=I
F R$II
EXT J

8116 LET C$(Kl=6$t I I : t-ET K=Kri
81 18 NEXT I
8T2A RETURN
B3AA RET XXGRTE OUERXX

ts312 FAR I=1 TO 4

B32A FoR J=A To 7
B33A BORPER J

TOA
TO+

l=I$t

1F
2F
4I
5N

2
2
2
L

I

i
2
J

+
5

834A
635?
936Z
g37a
63Ba
633o
84TA
842A
843A
Eqqa
8+54
846A

NEXT J
EXT I
o suB s=aa

N
G

P
P
P
P
P

tf
L
I
R

RINT ET

RINT RT
RINT RT

RINT RT
RJNT RT
0 sL.rB 3
ET Z$=l
F z$=" "
UN

1 J " GRI1E OUER "
1;E$
1 ; ,'l,J I NS. ,'

1 ; ', PRESS ENTER,,
1j;,,TC CONTINUE..

562
NKEY$
THEN GO TO BqCA

SDDA RET XCRRDSX
SA|Z LET S$='HLDS"

x-
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3A2A LET Ue: " A|A2A3A+A5A6A7A8A3IA1 1 I 2 i3"
9A3A FOR I:1 To 12

3A4O LET R=iNT tRND*4)tI
9A5A LET A$t L 1 l=S$IAJ
9A60 LET R=INT tRND*26]tI
3a7a IF fr/Z--INT 19t2) THEN Go To sAOa

SABA LET R$tL2 T0 3l=U$[fi To ft1]
3A3Z FOR J=1 To j-1
slaa IF R$tJl=R$tIl THEN Go To sa+a
3I1A NEXT J

312A NEXT I
3125 RETURN

3I3A FOR I=S TO F
314a LET B$t I l:fl$t I l
9154 NEXT I
slss FOR J=S To F

316A LET riN=33
3I2A FOR I =S TO F

3TBA IF URL IB$[I,2 TO 3]]<TIN THEN GO

suB s3aa
319A NEXT I
32AA LET R$tJl=B$tKl
32A5 LET B$tK,2 T0 3J="SS"
9214 NEXT J
3224 RETURN
33AA LET l'1 I N=UOL ( B$ ( I , 2 To 3l l
3314 LET K=I
3324 RETURN
3+ZZ RET XXTETPORRRT TRRNSFERXX
34Ia FoR I=1 To 12
3424 LET B$t I l:R$t I l
3q3A NEXT I
3+44 RETURN
35AA RET XCRIB-BORRDX
3512 FoR i=l To 3a
352A PLOT I *5, 165 : PLOT I >k5, 155 : PLOT I X
5, 133: PLOT IX5, l23
3s3A NEXT I
35qA PLOT 6, t*7
355U PLOT Z, 175: DRRLJ l=6 , A I DRRI,J A , -55 :

DRRt^l -156,8: DRRl,i 2,55
956A pLOT 16A , 175 : DRRIi 35, Z : DRRT,J A, _55
: DRRTJ -35, A : DRfilt A, 55
3633 RETURN

75
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REI1 XUDG ' S*

RERD R

POKE ], R

NEXT ]
RETURN

DRTR A,A,A,A,A,A,A,Z

" 1" t7

l7z , 85, 17A ,85, 7)A, 85
.16t714,25q,21+, l6
, 12+ ,254 ,254 , 27 4 , 16
, 85, 85 , 174 , 77a ,85 ' 85
5+ ,254 , l2Q , 12q ,56, 16
, 72+ ,25+ ,254 , 12+ , 16
,76+,164, 16q,16+, 164, 15

=3AZ
331U
232A
9S3Z
3S35
3S36
23+A
:352
9S6A
a37D
:3BA
939A
ooo 1JJJ -I

3332
-L
3:33
a
3334
::::
93S6
ooo-)JJ,/

9SS3
NGO

DRIN
DRTR

PRTR

DRTR

DRI R

DRTR

DR TR

174,8
a)56,
Z, I6,
1?A, l
Z, TAB
Z'76,
152, I

-J3

56
56
7A
,2
56
64

pRTR 128, l28, l2B, I2B,128,128,129,12

DRTR q2,85, 178, 85, 770, 95, 17A, 85
DRTR I 69, B4 , l7A ,85, 17A, 85 , 1 2A , 85
DRTR I7A, 85, l7A,t,5, 17A, 85, 1 2A,27
DRTR l7A, 85, l7A, 85, l7A, 85 , 1 7A , g5
iF f$tZl=C$t3l RND C$[3](>" " THE

T0 sl



Chapter 7

oxo

Description

The game of noughts and crosses is a very old one suitable for two
players, and learning how to play it is relatively simple. In this
version, the two players involved are you and the computer, and
you each have a s)..rnbol-either a nought (0) or a cross (X). You
each take tums at placing your symbol in one of the nine squares
on a 3 x 3 grid, trying to form a straight line of your symbol either
horizontally, vertically or diagonally.

The game ends when one player completes the row of symbols,
in which case that player is the winner, or when all the squares
are occupied but with no line of s)rmbols. In the latter case, the
game is drawn.

x
X
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Hints on Entry

Care must be taken when entering lines 300-440 and with the
subroutine starting at line 1700. These lines form the brain of the
program.

In lines 30M40 , the routine which the computer uses to decide
to allow the machine to have the first move is defined, and the
subroutine is where the computer discovers if there is the possi-
bility of obtaining or blocking a winning line. Therefore a
mistake in either of these sections could lead to ridiculous moves,
with the computer selecting or permitting you to occupy squares
which have already been occupied.

\zVhen you have entered the program, save it on tape or micro-
drive with the command:

SAVE "OXO" LINE 1

or

SAVE *"M";1i'0X0" LINE 1

Techniques

On occasions we may wish to print blocks of colour onto the
screen very quickly. This can be achieved by poking directly into
the memory locations reserved for the display file.

Unlike most computers, the Sinclair Spectrum does not employ
a simple block of memory through which it is possible to poke
characters directly onto the screen, however there is a block
reserved for the screen attributes (colours, flash status, bright
status, etc.) and it is possible to poke values directly into this
portion of memory, producing some interesting effects on the
screen.

Example

10 CLS
20 FORI:1TO100
30 LETX:INT(RND*8)
40 LETY: INT(RND"768)
50 POKE 22528+Y,X*8
60 NEXTI
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This program produces squares of random colour, at random
positions on the screen. The value of X gives the colour and Y the
number representing the position on the screen. The area of
memory reserved for information conceming these attributes
commences at 22528, and therefore by adding the value of Y to
this we obtain the memory location representing the appropriate
screen location.

If we need to put a block of colour on the screen at a particular
location (say X,Y), then we must first calculate the appropriate
memory location representing the screen position. This is
achieved by using the formula:

POSITION : 22528+ X + (Y*32)

Then we can place the block of colour at this position by using
POKE POSEON, C where C is eight times the respective colour
number required.

Instructions

\tVhen the program is executed, a brief r6sum6 of the object of
noughts and crosses is displayed on the screen before you are
given the choice of having the first move or allowing the
computer to go first. If you decide to go first, you then have to
select the level of the play with level one being for novices and
level five for experts. If you allow the computer to go first then it
will play to win.

Your symbol is the 0, with the computer playing X. lAlhen the
computer prompts you to take your tum, press the key corres-
ponding to the number in the square which you wish to occupy.
Your symbol will then appear and the Spectrum will take its
move.

Listing

IMPORTANT

1) THIS PROCRAM SHOULD BE ENTERED USING CAPS LOCK.

2) ALL GRAPHICS CHARACTERS ARE INDICATED BY LOWER CASE LETTERS.

3) SPACES WITHIN TEXT SHOULD BE ENTERED AS LISTED.
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I POKE 23658,8
5 DItl B(3) r LET R=O: LET DRfitJ=@

6 BORDER I
1A GO SUB I|AA
15 PRINI : PRINT : INK A

2A PRINT ''THE OBJECT OF THIS GRI1E IS T
O BETHE FIRST TO OBIR]N R ROI^I OF SYI1B

OLS ON THE 3X3 GRID. ''

2T PRINI
25 PR]NT "YOLJ HRUE THE CHOICE OF GOING

F]RST OR RLLOT,IING THE COI1PUTER TO H

NUE THE FIRST I1OUE. "
26 PRINT
3A PR I NT '' ] ND I CFTE I^IH I CH SGURRE YOU I"I ]

SH TO OCCUPY BY PRESSING THE RPPR
OPRIRTE KEY IN THE RRNGE A TO 3. ''

3I PRINT : PRiNT TRB (9];: FLRSH 1: PR

INT "PRESS 6NY KEY": FLflSH A

32 IF INKEY$="" THEN G0 TO 32
33 CLS

34 GO SUB IIAA: INK A

35 PRINT : PRiNT : PRINT.'YOU RLSO HRU

E R CHOICE OF F]UE LEUELS OF PLRY. ''

36 PRINT : PRINT.,LEUEL 1 IS FOR NOUiC
ES RND LEUELS IS FOR EXPERTS, BUT BE I,IRR

NED,IF YOU LET THE COI1PUTER GO FIRST]T I,J

ILL PLRY TO I,IIN9!"
37 PRINT RT 27,3 ' " 'r ; : FLflSH I : PRINT rr

PRESS 6NY KEY,,;: FLRSH A

38 IF INKEY$="" THEN G0 TO 38
33 CLS
q4 GO SUts I|AA
43 INK A: PRINT
5A PRINT " DO YOU INRNT TO GO FIRST? (Y

/Nl "
55 PRUSE 10: LET F$=INKEY$: IF F$="" T

HEN GO TO 55
56 ]F F$(> ''Y'' RND F$O "N" THEN GO TO

55
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6A IF F$="N" THEN G0 fC 65
61 PR i NT : PR ] NT ., ENTER LEUEL ( i _ERSY

TO 5_HRRO] ''
62 LEI L$=INKET$: IF CODE tl$l(43 OR C

ODE tL$]>53 THEN GO TO 62
63 LET L=.5tUfiL (L$)/lA
65 PRINT RT 11,3;" YOU RRE PLRYiNG NOU

GHTS "
66 LET X=12: LET Y=14 : GO SUB I3AO
67 I NK A : PR I NT RT 17 , I ;,,THE COMPUTER

IS PLRYING CROSSES"
6g LET X=19: LET Y=14: GO SUB l2A@
7A PfrUSE J: PRUSE 2AA
75 CLS : GO SllB I1@@ : GO SUB ).@@A

8A FOR I=l To 5
85 LET N=(+J*l: LET Y=3: GO SUB 13AA
3A LET 1=25: GO SllB I2AA
35 NEXT I

IAO IF F$="N" THEN GO IO 3AA
1O1 INK A

145 GO SUB 2AAA
125 LET X=19: LET Y=3: INK 7: GO SUB 13

452 INK A

135 IF S(>5 THEN LET S=5: GO TO 145
14@ LET S=1I2*INT tS*RNOl: IF S=5 THEN
GO TO 1+A
142 ?AUSE 1: PRUSE 5A
145 GO SUB 21AA: GO SUB 14AA: GO SUB 12

AA: LET X=1S: LET y=25: INK 7: GO SUB lz
@5: INK A: LET B[S]=2

150 FOR F=l TO 3
155 GO SUB 2AAA
16A LET X=jS-3*fi: t_f] J=J: INK 7: GO SU

B 13A5:: INK A

177 Go SUB !5@E: IF T=1 THEN GO To 194
a

l3O LET K=2: GO SUB l7@A
1S5 iF S(>A THEN GO SUB 2IAA: LET B(SJ

=Z: GO SUB I4AA: G0 SUB tZ@O: GO TO 2+A
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2AA LET K=l: GO SllB 17aA
2A5 iF S<>U THEN GO SI-]B 2TAA r LET B(S]

=2: GO SLIB 14AO : G0 SUB I2AO: cO TO 24A
21a LET S=1rINT CS*RNDl
215 IF B(Sl=2 THEN G0 TO 225
22A GO TO 2lA
222 GO St_)B Z|AA
225 LET B(S)=2: GO SllB 14AA: GO SUB 12A

a

ZqA LEf X=tS-fi*3: LET y=25 r INK 7: GO S

ilB l2a5: I NK a
245 GO SUB |SAA
25a IF T=1 THEN Go To l3aa
255 NEXT R

274 NEyT R

275 GO Sl-lB 2AAA: G0 SllB I4AA: GO SLIB 13
aa

2BA LET X=7: LET y=3: INK 7: GO Sl-.lB 132
5: INK A

285 GO SUB I5AA
23A IF T=Z THEN LET DRfli,J=l
235 GO TO 13AA
233 STOP
3Aa PA|-JSE 5a: LET S=lIINT 63*RNDI: IF S

z2=INT (S/2) THEN GC TO 3AA
342 LEI B[S]=2
3IA GO SI]B I4AA: GO SUB I2AA: LET X=13:
t-ET \:25: INK 7: G0 SUB 12A5: iNK A

312 ]F SO5 THEN GO TO qOA

3is Go suB 2aaa
317 LET X=13: i_f f Y=l: INK 7: GO SLJB i3

A5: INK A

32A IF S,Z2OINT (SI2) THEN GC TO 35A
321 IF S=2 OR S=4 THEN LET S=S
322 IF 5=6 OR S=B THEN LET S=1
323 LET BtS]=2
324 GO SUB I4AA: GO SUB 12AA: LET X=I6:
LET \=25: INK 7I GO SUB 1285: INK A

326 GO SLIB 2AAA



334 GO SUB I4AA: GO SUB !2AA:
2: LET X=13: LET \=25: INK 7:
5: INK A

336 Go SUB l5AO: IF T=1 THEN
a

0x0

INK 7: G0 SLIB 13

L-ET B(Sl=
GO SUB I2A

83

328 LET X=16: LET Y=3:
A52 INK A

33A LET K=2: G0 SL]B 17aA: IF S<>A IHEN
GO TO 333
331 LET K=l: GO SUB ITAA: IF S<>A THEN
G0 TO 333

GO TO tgz

339 GO SUB 2AAA: LET X=13: LET Y=3: INK
72 GO SUB I3A5: INK A

34A LET K=2: GO SUB T2AA: LET B(SJ=2: G

0 SUB 74aa: GO SUB 12OA
3q2 LET X=IA: LET Y=25: INK ): G0 SUB I

2D5I INK A

3+6 GO SUB 13AA
354 LET 5=iZ-S: LET S1=S: LET B(SJ=2: G

O SUB 74AA: GO SUB l2AA
352' LEr X=16: LET \=25: INK 7: G0 SUB l

2A5t INK A

354 GO SUB 2AAA
355 LET X=16: LET Y=3: INK 7: GO Sl_.lB l3

A5I INK A

356 LET K=l: GO SUB I2AA: iF S(>A THEN

G0 TO 375
357 IF 51 <>3 THEN GO IO 36O
358 IF 8(6)=1 THEN LET S=8
353 IF Bt8l=l THEN LET 5=6
36A IF 51 <>7 THEN GO TO 363
361 IF B(41=1 THEN LET S=B
362 IF B(BI=I THEN LET S=4
363 IF 51 <>3 THEN GO TO 366
364 iF B(2)=1 THEN LET 5=6
365 IF 8(6)=1 THEN LET S=2
366 IF S1<>1 THEN GO TO 369
367 IF 8(21=1 THEN LET S=4
368 IF Bt4)=1 THEN LET S=2
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363 -E- BtSl=2: .J S_3 _1ZZ: :: S-tr _22
A: LET X=13: LET Y=25: ]NK ): GO SI]B 12a
5: INK A
3)A G0 SLIB 2AAA: LET X=13: LET Y=3: INK
7 2 GO Sl-lB 1305 : I NK A

321 LET K=2: GO SllB 17AA : LET B t S I =2 : G

O SUB 14AO: GO SUB T2OA
37" LET X=IA: LET \=25 r INK 7 r GO SUB I

2452 INK Z
373 GO SUB 15AA: Go SUB 13aa
375 LET K=l: GO SUB ITOO: LET BtS]=2: G

O SUB 14AA: GO SUB I2AA: LET X=13: LfT Y

=25: INK 7: GO SUB t2A5: INK U

376 GO SL_)B 2AAA: LET X=13: LET Y=3: INK
21 GO SUB I3A5: INK A

377 LET K=2: GO SUB 17AO: IF S<>A THEN
GO TO 3BA
328 LET K=]: GO SIIB I)AA: IF S(>U THEN
GO TO 38A
37S LET S=]+INT (S*RND]: IF B(S] <>A THE

N GO TO 373
3BA LET B(S)=2: GO SllB 14AA: GO SUB 12A

z: LET X:IA: LET \=25: INK 7: GO SUB I2A
5: JNK A: GO SI-]B 15AO: IF T=1 THEN GO T

o 73AA
382 GO SI-JB 2AAA: LET \=lA: LET Y=3: INK
7: GO SUB T3A5: INK U

3Bq FOR R=] To s: IF B(fi)=o THEN LET S

- l-1

385 NEXT R

386 LET B[S]=2: GO SLJB 14AA: GO SUB r2A
E2 LET l=7: LET Y=25: iNK 7: GO SUB 12A5
: INK 2: LET DRFIi=]: GO TO 13AA
qAA LET S1=S: GO SUB 2AAA: LET X=13: LE

T Y=3: INK 7: GO SLB I3O5: INK A

445 IF S(>5 THEN LET S=5: Go To 415
41O LET S=12-S1
415 LET B ( S I =2 : GO SIJB l4AA : GO SUB I2A

a: LET X=16: LET \=25: INK 7: GO SUB 12A
5: INK A
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4iS FOR B=1 TO 3
q2A GO SI-IB 2AAA: LET X=13-3*B: LET Y=3:
INK 7: GO SI]B 1325: INK A

425 LEI K=2: Go SI-.IB ITaa: IF S<>a THEN
GO TO +3A
+26 LET K=l : GO Sl-.lB I?AA: iF S<)A THEN
G0 TO q3A

422 lF B=1 RND Bt5l=2 THEN GO TO 357
+23 LET S=l+lNT tSxRNDl: IF B(Sl<)A THE

N GO TO +26
434 LET B[S]=2: GO Sl-lB l4AA: GO SUB 124

A: LET X=i6_3*B: LET Y=25: INK 7: GC SUB

I2A5: INK A

435 Go SLIB 75Aa: IF T=1 THEN Go T0 Isa
a
436 NEXT B

++a LET DRfll"l=i: GO T0 13AA
ss8 INK a
3S3 STOP

IAAA INK 3

laas FoR I=Z To 1a
|ATA PRINT RT 7+1, 13;fHR$ ]43
1A2A PRINT RT 2+T,17;CHR$ 1q3
1A3a PRINT RT 7A,Ia+ I;CHR$ 143
lAqA PRiNT RT 14,7a+ I;aHR$ 143
lAsA NEXT i
1455 INK A

|AAA FOR I=1 TO I
IE65 JF I<q THEN PR]NT RT 8,2+#KI;I) GO

ro tago
lATa lF I)o THEN PRINT RT 16,7t+tr i I-61 ;

l: GO T0 )ZBa
lA2S pRINT RT 12,7+4)ri I_31; l
1ZBA NEXT ]
1A9A RETURN
IIZA ]NK 2
11Aq PRJNT
1 145 PRINI TRB t5l ;'******Xxxx*X***X**x*
*,,
1 1 1u PRINT TRB t5l ; x" ;TRB (25J j "*"
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1124 PRINT TNB (5] ;.'X NOUGHTS & CROSSES
*'r

1132 PRINT TRB (51 ; "*" ;TflB (25J ; "*"
1 144 PRiNT TRB t5l j"*******************X
*r,

1 154 RETURN
I2AA iNK s
I2A5 PRINT RT X,Y;CHR$ 132
I21A PRINT RT I,\+2;CHR$ i36
I22A PRINT RT X*1,Yt1;CHR$ I+3
I23A PRINT RT N,t2,.( jCHR$ 123
1244 PRINT RT \t2,ft2;tHR$ 13A
1254 RETURN
13AA INK +

1345 PRINT AT X,Y;CHR$ 132
1314 PRINT RT N,,YI2;CHR$ 136
1315 PRINT RT X,Yrl;CHR$ 14A
1324 PRJNT RT Xtl,Y;CHR$ 133
1325 PRINT RT Xt1,Yt2;CHR$ 138
1334 PRINT RT N+2,Y;CHR$ 123
1335 PRINT RT I+2,Y+1 ;CHR$ 131
i34A PRINT RT X+2,\+2;CHR$ I3A
1345 PRINT FT X+l,Y+1JCHR$ 128
135@ RETt]RN
t+A@ LET X=7r4*INT ,gg_1123)
14lA LEr y=6+4*(S_3XINT t iS_1 )/3))
142A RETURN
154@ LET DRffl^l=6: LET T=6
15O5 FOR J=l TO 2
lsia iF Bill=J RND B(2):J RND B(3)=J THE
N GO TO 16AA
1515 IF B[1]=J RND B[5)=J RND B[3)=J THE

N GO T0 16AA
l52A iF B(11=J RND B[4)=J RND B(7)=J THE
N GO TO 16AA
1s25 IF Bt2l=J RND B[S):J RND B[8)=J Tt-lE

N GO T0 16AA
I53A IF Bt3l=J AND B[6J=J RND B[9]=J THE
N GO T0 t6AA
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THE

THE

THE
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1535 iF B(31=J RND B[5]=J
N GO TC |AAO
154A iF B(41=J RND B[S]=J
N GO TO T60@

1545 IF Bl7)=J RND BIB)=J
N GO TO 16AA
1554 NEXT .J

1555 RETURN
164@ LEI T=1: RETURN
|TOO LET S=A

RND BC7)=J

RND B(6)=J

RND B(3)=J

701
--.1

742
-- I

743
ff=1
70q

1

1

1

1

IF B(ll=1
THEN LET
IF B(3)=1
THEN LET
IF Btll=1
THEN LET
IF Btl)=1

RND Bt3l=1
S=2: GO T0
RND B L7)=l
S=B: GO TO

nNO B[6)=1
S=3: GO f0
RND BIB]=l
S=3: G0 T0
RND B(2)=K
TO |BAA
RND B(41=l
S=1: GO TO

RND B[6J=1
S=3: G0 f0
RND B(6)=1
S=3: GO TO

RND B[4)=1
S=7: GO T0
RND B[3]=K
T0 tSaa
RND B[4]=K

RND B(51=2
tBaa
RND B(51=2
lEaa
RND 8(51=2
18AO
RND B(5)=2
18AA
RND B(3)=O

RND Bl5)=2
lBAA
RND B(5)=2
lBAA
RND B(5)=2
lBAA
6ND B(5)=2
18AA
RND B 12)=O

RND B(7)=@

RNP

NND

RND

RND

THE

RND

flND

RND

RND

THE

THE

RND B(
IO lBA

RND Bt
TO lBA

RND B(

A=1 THEN LET
l7a5 IF B[1]=K
N LET S=3: GO

ITAA IF B(2)=1
A=1 THEN LET

I7A2 IF Bt2l=1
6=1 THEN LET

lTaA IF BtB)=i
A=1 THEN LET

I7A3 IF B(B)=1
A=1 THEN LET

1714 IF Btll=K
N LET S=2: G0

1715 IF Btll=K
N LET S=7: GO To lEAa
1716 iF R=l RND B[5)=1 RNO B[S]=i
1 l=2 FND B(7)=O THEN LET S=7: G0
a
1717 IF fl=l nND B[5]=1 RND B(7)=7
3)=2 RND BC3)=A THEN LET S=9: GO

a

1718 IF R=1 RND B[5]=1 RND 8(31=1
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7)=2 RND B(l)=A THEN LET S=1: G0 TO tAA
a
17i3 IF fi=1 RND 8(51=1 RND B(1]=i nNO B(
9)=2 RND BC3)=A THEN LET S=3: GO TO I8A
a
1720 iF B(11=K RND B[5)=K RND B[S]=@ THE
N LET S=3: GO TO IEAA1)25 IF B(il=K FND B(2)=K RND B{4)=A THE
N L91 5=4 : GO T0 IBAA
173a IF B(1)=K RND B(9)=K RND B(SJ=Z THE
N LET S=5: GO TO IEAO
1731 IF 8(31=1 RND B(4)=1 6ND Bt5l=2 eND
fi=1 THEN LET S:7: G0 fO IBAO

1232 IF Bt3l=1 nND B[B]=l RND 8(51=2 6ND
A=1 THEN LET S=2: GO TO IBAA

1735 iF B(Z)=K AND B[3]=K RND B(t)=A THE
N LET S=1; GO TO ISAA
l7+A IF Bt2l=K flND BtSl=K RND B{B)=A THE
N LET S=B: G0 TO |SAA
17+l IF Bl7)=l RND B(2)=I nND B(sl=2 RN0a:l THEN LET S=3: GO fO IBas
l7q2 IF BC7)=1 RND B(61=t RND Bt5l=2 flND
A=1 THEN LET S=3: G0 fO |BAA

1745 IF Bt2)=K RND B[8)=K RND B(5]=@ THE
N LET S=5: GO TO IBAO

iF B(31=K
ET S=7: GO

IF Btsl=1
THEN LET
IF BtSl=1
THEN LET
IF Bt3l=K

ET S=9: GO

IF Bt3l=K
ET S=5: GO

IF B(3j=K
ET 5:6: Go

IF Bt4l=K
ET 5=6: GO

IF ts(41=K
ET S=5: Go

754
L

7st
A=1

7s2
A=1

755
L

76A
L

763
L

766
L

763
L

1

N

1

1

1

N

1

N

1

N

1

N

1

N

RND B[5)=K
TO rSAO
RND B 12)=l
S=1; GO TO

RND B(41=1
S=1: GO TO

FND B[6]=K
TO |SAA
RND Bl7)=K
TO 18AA
RND B(31=K
TO ISAA
RND B(51=K
TO ISAA
RND B[6J=K
TO IBAE

RND B (7)=o

nND B(5J=2
18AO
RND B[5J=2
IEAA
RND B(3J=@

RND B(51=Z

RND B(6)=O

RND B(6)=@

RND B[5J=6

THE

RND

RND

THE

THE

THE

THE

THE
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D72 IF B(41=K RND Bl7)=K RND B[1]=0 THE

N LET S=t: GCr T0 |BAA
1775 IF B(61=K RND BtSl=K flND B(4)=A THE

N LET S=4: GO TO IBAA
t7)B IF B(61=K RND BtSl=K RND B{3)=a THE

N LET S=3: GO TO TBAA
l78A IF B(7)=K RND B[5]=K flND B(3)=A THE

N LET S=3: GO T0 |BAA
17Bl IF B())=K RND EtEl=K FND B(91=Z THE
N LET S=S: GO T0 IBAA
l7B4 IF B(7)=K RND BtSl=K fiND B(81=a THE

N LET S=g: GC TO |BAA
I7B7 iF B[B]=K RND B[S)=K FND B(-7)=A THE
N LET S=Z: GO T0 IAAA
l78B IF B[8]=K RND B[5]=K fiND Bl2)=A THE

N LET S=2: GO TO ISAA
173A IF B[3]=K RND B(51=K FND 3(I)=A THE

N LET S=1: GO T0 IBAA
lBUA RETURN
13Aa I F DRfll^l= 1 THEN PR I NT RT 1S, 1A j " l1RT

CH DRRt^lN": G0 To 1334
131U IF J=1 THEN PRiNT RT 13,14;"NOIJGHT
S tJlNS" : G0 TO 1334
1S2A PR I NT RT 1 3, 1A ; ,CROSSES 

I,J I NS.'
1s3u PRI-.ISE 1 : PRI-ISE laa
134A PRUSE 1A : PR ] NT RT 1S, B ; '' RNOTHER GO

I T.z5; "

i354 LET Z$=INKEY$: IF E$="" THEN GO T0
i sSu

136A IF E$="N" THEN STOP

1365 FOR I=1 TO S: LET B[]l=CI: NEXT I
T37A CLS : GO TO qA

2AAA FLRSH 1 : pRINT RT tS, i I ; 'yOUR rOUE,'
r FLRSH A

2AlA LET S$=INKEY$: lf 5E="" THEN GO T0
2AtA

2A2A ]F CODE IS$]<4S OR CODE CS$])57 THE

N GO TO 2AAA
2A22 IF B(URL (S$]]<>A THEN GO TO 2AIA
2A24 LET S:UfiL tS$l
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2425 LET BISJ=1
2ai7 Go suB t4aa: Go suB t3aa
2423 PRINT RT 13, 1 i ; "
2A3A RETURN
2IAA IF RND<L THEN RETURN
ZIM LET S=lrINT IS*RNDI: IF BtS)<>A THE
N GO rO 2t1A
2T2A RETURN



Chapter I

Simon

Description

Howmanytimes haveyouexcusedyourselfbysaying/. . sorry,
it just slipped my memory', when you have forgotten that vital
piece of information? Well, all you need to succeed at Simon is a
very good memory.

The object of the game is to reproduce the order in which the
computer flashes a sequence of numbers in the range one to six.
But be wamed-the longer the sequence of numbers, the quicker
they are displayed.
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Hints on Entry

The program is fairly short and should not give any problem
when being entered. The only part of the program which must be
entered with special care is the subroutine at line 1000. This is the
routine which places into the computer's memory the machine
code program to make the screen flash, and consequentlythe data
at line 1040 must be input accurately.

As with all programs involving machine code routines, the
program should be saved on tape or microdrive before being
executed and the command to do this is:

SAVE "SIMON" LINE 1

or
SAVE *"M";l;"SIMON" LINE 1

Techniques

In Chapter 25 of the Spectrum manual there is a section on what
are known as system variables. For the beginner to computing,
the concepts involved are. extremely complex as one needs to
understand something about machine code and the intemal
workings of the machine to understand their meaning and
usefulness. However, by manipulating these variables using the
POKE command, some interesting and useful facilities can be
made available. A few of these are described below.

POKE 23562,X Alters the speed at which a key automatically
repeats. The smaller the value of X the faster
the repeat.
Alters the duration of the click obtained when
a key is depressed.
Changes the cursor from one mode to
another.
Changes the border colour very quickly. The
value of X must be eight times the colour
required.
Specifies the number of lines in the lower part
of the screen. It can be used to divide the
screen into two distinct windows.

POKE 23609,X

POKE 23617,X

POKE 23624,X

POKE 23659,X
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POKE 23692,X Specifies the number of lines which will be
displayed in the top part of the screen before
the SCROLL? message appears.

These are just a few of the most useful system variables which
can be altered very easily, thus changing the way in which the
machine operates. In each case, it must be remembered that the
value of X must be in the range 0-255.

Instructions

The program is automatically executed when it has been loaded.
After a brief explanation of the garne, the computer decides on
the random sequence and six squares are displayed on the screen.
Each of these squares has a number in it, and it is this number
which you must press when it is your turn to reproduce the
computer's moves.

Each time you correctly echo the computer's sequence, the
sequence is increased by one and repeated for you to try again.
The game ends as soon as you make a mistake, and if your score is
a new record then you are asked to input your narne (with a
maximum of eight characters) which is then displayed for all to
see on the right-hand side of the screen.

Listing

4 POKE 23658,8
5 CLERR 644+3
6 RRNDOTIZE

rc Drr N(sal
15 BORDER 1: iNK 1

2A GO SLJB BAA
25 LET REC=1O

1) THIS PROGRAM SHOULD BE ENTERED USING CAPS LOCK.

2) SPACES WTI}IIN TEXT SHOULD BE ENTERED AS LISTED.

IMPORTANT
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3E LET B$= " SPECTRLlf "
45 PR]NT T PRINT
5A PRiNT ''THE OBJECT OF THE GRI1E SII1ON

IS TO REPRODUCE R GIUEN SECL]ENCE OFEUEN

TS. "
55 PRINT
6Z PR]NT ''THE SCREEN hILL SHCI,J SIX SEI-.]

NRESRND THESE i^iILL FLRSH IN R RRNDOI1ORDE

R, ''

65 PR]NT "TOUR TRSK IS TO REPROPUCE TH

E ORDER IN I"JH]CH THiS OCCI]RS BY PRES
SING THE CORRESPONDING KEYS ]N THE RRNGE

1 TO 6."
7A PR]NT
75 PRINT ''PRESS RNY KEY TO CONT]NUE'
BA GO SIJB |AAA
85 GO SUB 3AA
3A IF INKETS="" THEN G0 TO 3A

IEA CLS

IA5 GO SUB 8AA
114 LET P=22734 r LET C=]: GO SUB I|AZ
i15 LET P=22836: r-ET C=2: GO SUB 11AA
I2A LET P=22364: LET C=3: GO SUB IIAA
125 LET P=23A54: r-ET C.:4: GO SUB 11AA
134 IET P=22352: lET C=5: GO SUB IIAA
135 LET ?=2282C: t-ET C=6: GO SUB 1),AA
144 PRINT AT 7,15;'']"
145 PRINI RT la,2l;"2"
lsa PRINT RT 14,27;"3"
155 PRINT RT 17, 15 j "+"
162 PR]NT RT 14,3J''5"
165 FR]NT RT ]Z,3;''6"
1 7U PR I NT RT ] A, 1 ; '' LENGTH,.
175 PRINT RT 72,4;',A,,
18A PR I NT RT IA ,2q ; ,'RECORD,,

185 PRiNT RT 12,26;REC
134 PR]NI RT 7q,26 "BY"
135 PRINT RT 16,24;B$
Zaa FCR J=] To 5a
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245 PRI-ISE 2=
2TA FOR I=1 TO J

215 I F J <IZ THEN PRI-]SE 2=.2 .5*)
224 G0 Sl-lB N( I l*52t452
23A NENT I
244 PRINT AT 2A, 1i ; YOUR TIIRN"
25a FoR I=1 To J

26a LIT N$=]NKEI'$: ]F Ns=' IHEN GO To
262
27A ]F CODE tN$](4S OR CODE [N$]>54 THE

N G0 T0 2AA
2BD ]F URL tN$]<>N(.]] THEN GO TO 12ZA
23@ GO SiJB NtIl*5At45Z
3AA NEXT I

32A JF J<1A THEN PR]NT RT 12,4;)
33a IF J)=1a THEN PRINT RT 12,3;)
34A ]F J>REC THEN PRINT RT 12,26;): PR

INT RT 16,2+)" '

434 NEXT J
aaa cTaP'

IJJ J IUI

=Aa LET C=7: i-ET ?=22234: GO SUB \1AA
5U5 BEEP "2,2
514 LET C=lj |-ET ?:72234: Go SUB llAZ
515 PRINT RT 7,]5;']
=2A RETI-]RN
552 LET C:2, rET P=22836: Go SUB 11ZA
555 BEEP .2,3
562 LET C:2: L-ET ?=7.2836: GO Sl-.lB 11AA
56s PRINT RT 7A,21)'2"
572 RETLIRN
6AA IET C--7: LET ?=22364: GO SilB 11AA
625 BEEP " Z, 1 ]

614 LET C=3: t-f T P=22364: GO SUB 11AA
61s PRINT RT 74,71 )"3"
62A RETI-IRN

658 LLf C=7: L-ET ?=23A54: GO Si-lB 11AA
555 BEEP "2, t2
6AA t-ET C=4: i-ET ?=2345*: GO SUB 11AA
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665 PRINI RT t7,75;''4"
672 RETi-]RN

2AZ LET C=7: LET P=22352: GO SUB 11AA
745 BEEP .2,l+
71A LET C=5: t-ET P=22952: GO SUB 11ZA
715 PRINT RT 14,3; "5"
722 RETURN
75A LET C=7: t.ET P=22824: Go SUB ttAA
755 BEEP ,2,16
762 LET C=6: i,ET ?=22824; cO SilB tlAA
765 PRiNT RT tA,9; "6"
77A RETURN
733 STOP

8aa PRINT TRB i3l;"*x****xx**xx*"
BIa pRINT TRB (31;'* ;TRB (21);'x'
A2A PRINT TRB (3)j,* S I N O N X,

A3A PRIN] TRB (S];'X';TRB (2T);''*"
Bqa PRINT TRB t3l; '***xx*xx*xxxx"
85A RETURN
3AA FOR I=i TA 5A
314 LET N( i l= 1 tINT tRND*6l
92A NEXT I
934 RETURN

|AAA FOR I=62453 TO 6aq77
1A1A RERD R

1A2A POKE ], R

1A3A NEXT I
1435 RETURN

lAqA DRTR 42,34,236,58, 36,236, 17,23,@, 74

,3,6,3, I 19,35,5, 134,5A,236,25,13, 194,48,
236,2A1
Ilas LET H=JNT l?/256)
IIlA LET L=P-11X256
l12A ?OKE 6045A,t
113A POKE 6A4s1,H
114a P3KE 6a+52,)+)*C
1154 LET ZZ=.USR 64453
1 164 RETURN
12aa PR i NT RT 12, 1r ; " GflllE ouER "
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1245
t21A
1215
1224
1225
1227
l23A
L232
>

t234
1236
I2qA
12+5
1252

GO SUB I4AA
PRUSE 254
I -f r -- I 1
LL I A

IF J (=REC

PRINT RT
LEi Bo:" "

FaR K=24
PRUSE A:

THEN GO TC I'254
2A, B; ENTiR YOL.]R NRI.,1E,, ;

TO 3l
UET E$= I NKEY$ : L-ET B$=B$tZ

PRINT RT 16,K;E$
IF CODE iZ$l=13 THEN Go To 1245
NEXT K

LEI REC=J
PR I NT RT 2A,6 ;'' RNATHER G! ?

126A ?frl]si O : LET E$= I NKEY$ : I F Z$- ,' ,' IH
EN GO TO 1264
l27A IF Z$="N" THEN CLS : STOP

1282 PRINT RT t2,11 j"
1285 PRINT RI 28,6;"
123A GO SUB 3ZA
13AZ PRINT RT T2,3;,' A,'

13iZ GO TO 2AA
t4aa FoR L:l TO I
1414 RERD R,B
1.42A BEEP R, B
I43O NEXT L
1444 RESTORE I+6A
i45A RETURN
1462 DRTR .3,7r.7,2,.1,1, .1,2,.3,3, .6,2,
.3rAr,3r7
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Tenpin
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Description

Tenpin bowling is a game for two players that will be familiar to
many readers. The object of the game is to bowl your ball in such a
way that you knock over ten skittles at the other end of a long
alley. If you knock the ten skittles over in one bowl, you have
obtained a 'strike'. This is beneficial to your score because it
doubles the points obtained in your next two bowls.

If you are not successful on your first attempt you are allowed a
second chance to knock over the remaining skittles. If you
remove them all at this stage, this is known as a'spare'. This also
improves your score by doubling the points obtained in your
next bowl.

There are ten rounds and you each take turns at bowling. If you
should obtain a strike or a spare on your last bowl then you are
awarded the appropriate number of extra bowls.

o
a-) '\

))
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Hints on Entry

Tenpin should prove very easy to enter with the only lines
needing special attention being 2000-2099. This is where the ball
and the skittles are defined, so numerical errors in the data lines
would cause the wrong shapes to be displayed.

When the program is entered then save it on tape ormicrodrive
in the usual wayby typing:

SAVE "TENPIN" LINE 1
or

SAVE *,,M,,;1;,,TENPIN,, LINE 1

Techniques

One of the major problems encountered when designing long
programs on a Spectrum computer with Interface 1 and a micro-
drive is the amount of typing required to save the current
program onto a cartridge. For example:

ERASE,,M,, ;7 ;,,PROC,,
SAVE *"M";l;"PROG"
VERIFY *"M";l;"PROC"

Because of the numberof commands, one is often tempted to save
the program very infrequently and if machine code routines are
used or your Spectrum is prone to "glitch" then the failure to
make frequent copies can lead to a lot of unnecessary work.

A simple solution for this problem is to start any program by
typing the following line:

9999 ERASE "M" ;1-|'PROG": SAVE * "M" ;l;"PROG"
VERIFY *"M";1;"PROG"

If this is done, then a current copy of the program can be saved
onto a cartridge by simply typing GOTO 9999.

Nofe. Due to the ERASE statement at the beginning of the line,
this method can only be used when an original copy has been
made.
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Instructions

lA/hen the program is executed, the bowling alley will be
displayed across the centre of the screen with the skittles on the
right-hand side. Above and below the alley are the score cards of
the two players showing the frame, the number of strikes and
spares scored, and the total number of points obtained.

\zVhen it is your tum to bowl, the computer will flash your
number and ask for a position in the range 1-9. This determines
where you start your bowl from, with 1 being the extreme left of
the alley and 9 the extreme right. You select your position by
pressing the appropriate key and thenyou are asked forthe speed
at which you wish to bowl. In this case, 1 is the slowest and 5 the
fastest. You are then asked which way you would like to bias the
ball-either left or right-and when you have selected either L
or R, your ball is automatically bowled.

Listing

IMPORTANT

1) THIS PROGRAM SHOULD BE ENTERED USING CAPS LOCK.

2) ALL GRAPHICS CHARACTERS ARE INDICATED BY LOWER CASE LETTERS.

1 POKE 23658,8
s DItl B( 1Al

1A BORDER I
2A GO SUB tOA@
24 LET SCi=a: LET SC2=@: LET ST1=A: LE

T ST2=O: LEf SPl=@: LET S?2=@
25 LET U=O: LET U=@

3A GO SUB 2AAA
4O FOR T=1 TO 7@

5@ FOR P=l TO 2
51 LET LfiST=E
52 IF P=1 THEN PRINT RT l2t2;"2" : PRI

NT RT 3,1;: FLRSH I: PRINT RT 3,2;,'1,,: F

LRSH A
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53 IF P=2 THEN PRINT RT 3,2)" !" : PRIN
T RT 77,T;: FLRSH 1r PRINT NT 72,2)''2,':
FLRSH A

54 BEEP ,1 '@: BEEP , 1 , 4 : BEEP ,7 '7: BE
EP 1,72

55 GO SUB 2IAA
6O FOR K=l T0 IA: LET BCK)=A: NEXT K

65 LET SC=@: LET STR=@: LET SPfl=6
66 GO SUB 1.14A
7E GO SUB T2AA
8A G0 SUB t3AA
sa co suB t4aa

l@A LEf GO=l: Go SUB 15@A

l2A IF STR=I THEN G0 SUB 77AAt GO SUB

22@A: G0 TO 16A
I3A GO SUB I2OA
144 G0 SUB t30A
14s GO SUB t+AA
154 LET GO=2: GO SllB ISAA
155 IF SPA=I THEN GO SUB IBAA: G0 SUB

22O@: GO TO 16@
2AA GA SUB t6AA
zta PfirsE 5a
224 NEXT P

23U NEXT T

235 LET P=l
236 FoR O=1 TO IE: LET BtOl=A: NEXT O

238 IF U=A THEN G0 TO 3AA
24O INK A: PflPER 6: PRINT 6T 3,6 ;,.EXTRR

2ql IF U=l THEN LET IJLJ=I: GO TO 243
212 LET UU=Z
243 GO Sl-.lB TlaA: INK A: PRPER 6
244 ?RINT RT 17,2)',2,': PRiNT RT 3, ];: F

LRSH 1 : PRINT RT 3,2;'' 1'' : FLRSH A

245 BEEP ,7 ,A: BEEP , 1 , 4 : BEEP .7,7 : BE

EP 1,72
2q7 LET SPA=O: LET STR=@

248 FOR t^l=1 T0 Ui-l
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249 LET SC=A

25O GO SUB 12aa: Go SUB l3?@z G0 SUB 14
ZO
'264 FOR 8=1 TO IO: IF B(Al=1 THEN LET

SC=SC+ 1

265 NEXT CI

266 IF UU=2 FND i^l=1 fiND SC=14 THEN GO

SUB 17EO: GO SUB 11AA: FOR 8=1 TO IA: LE
T B(GI=Z: NEXT Q: LET SCl=SC!+la: LET ST
R=1: GO fO 23A
267 IF t^l=l RND SC=7A THEN GO SllB l7A@:
GO SUB |IAAI GO TO 29A
268 IF STR=i RND t^l=2 AND SC=12 THEN G0

SUB 17AA: GO To 23a
263 iF STR<>I flND l"l=2 RND SC:14 THEN G

23A NEXT i,J

292 LET SCi=SClfSC
234 GO SLB 16AA
3@A LET ?=2
345 FOR A:1 TO 1A: LET B[8)=0: NEXT G

3IA IF U=A THEN Go TO +aA
312 INK A: PfiPER 6: PRINT RT 1,7'6;,'EXTR

R''
314 ]F U=l THEN LET UU=l: GO TO 324
315 LET UU-_2

32A GO SUB IIAA: INK A: PRPER 6

325 PRINT RT 3,2;'' !,' : PR]NI RT !7 ' I;: F

LRSH 1: PRINT RT !7,2;''2'': FLRSH A

33A BEE? ,1,A: BEEP "1,4: BEEP .7,72 BE

EP 1,72
334 LET STR=Z: LET SPf=@
335 FOR H=1 TO UU

31A LEI SC=@

345 GO SUB 12AA: GO SUB I3AA: GO SUB I+
tzo

350 FOR A=1 TO 7A: iF BtA]=l THEN LET
Qf-:Cf + 1UUUUII
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351 NEXT G

355 IF UU=2 RND i,J=l RND SC=10 THEN GO

SUB ITaa: GO SUB IIAA: FoR A:1 T0 7A: LE
T B(GI=O: NEXT O: LET SC2=SC2+!@: LET ST

R=1: GO TO 33A
356 IF il=l RND SC=l@ THEN Go SUB ITEEz
G0 SUB 71@A: Go To 3SA
36A IF STR=I RND t^l=2 fND SC=l@ THEN GO

SUB ITEZ: GO TO 334
365 IF STR<>I flND t"l=2 flN0 SC=l@ THEN G

0 SUB IBAA: Go TO 394
3SA NEXT t,J

3S2 LET SC2=SC2+SC: G0 SUB 16AA
lAA INK A: PfiPER 6: PRINT .RT 3,2),,7', : P

RINT RT T7,2i,,2,,
qal Go suts llaa
442 PAPER 7: INK A

4A5 IF SCl>SC2 THEN PRINT RI 3,BJ"PLRY
ER 1 i^IJ NS ''

41A IF SCl(SC2 THEN PRINT RT 9, B; ''PLRY
ER 2I,J]NS''
415 ]F SC1=SC2 THEN PRINT RT 9,8 J 'I-IflTC

H DRRI,IN''

42A PfrUSE tAA
425 PRPER 5 : PR ] NT frT 2A, 7 ; '' RNOTHER GRN

E IY/N] "
43A LET R$=JNKEY$: IF fl$="" THEN GO T0
434
435 IF R$=,'Y,'THEN RUN

4qA CLS : STOP

|AAA FAR I=A TO 2I
1AA5 ]F I)18 THEN PflPER 5: GO TO 1A3A
IAIA IF ]<5 OR I>13 THEN PRPER 6: GO TO

1A3A
1A2A PfrPER 7
IZ3A PRINT RT I,A;,'

1 A4A NEXT I
IDql PRPER 7: FoR G=1 To 3: PRINT RT 4tG
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, @;G; " " ;CHR$ 138: NEXT O

1@15 PfrPER 6: INK A

1A5A FOR J=A TO I1 STEP Iq
1U55 PRINT NT 1+J,i;"PLY''
1458 PRINT RT 1+J,6;,,FRRI1E..
1A6A ?RINT 6T 1tJ,12;''STR]KE''
1465 PR I NT RT 1 tJ , 1S ; 'SPflRE.,

1a7a PRINT nT l+J'25;"SCORE"
l@75 PRINT RI 3+J,2;1+INf (Jt1q1
IATB PRINI NT 3+J,B:,.O,.
IASA ?R I NT RT 3+J , 1 5 ;,,4,'
1 485 PR I NT RT 3+ J ,21 ;,,A,,
1A3A PRINT RT 3+J,28;"A"
1 435 NEXT J
1AS7 RETI]RN
I|AA INK 3: PRPER 7: PRINT RT 3'27 JCHR$
14q
1iA5 PRJNT NT 8,28;CHR$ I+q
i 114 PRINT RT la,28;CHR$ 144
11 15 PRINT RT 7,23;CHR$ 144
IPA ?RINT RT 9,23;CHR$ I+4
1 125 PRINT RT 1 1,23 iCHR$ l+q
1134 pRINT nT 6,3a;CHR$ 144
1135 PRINT RT 8,34;CHR$ 14q
1144 PRINT RT TA,3A;CHR$ J,44

114s PRINT nT 12,3a;CHR$ 14+
1 15A RETURN
12@A ]NK @: P6PER 5: PRINT AT 2A,7 J,,POSI
TION t 1-3 )"
1245 PRUSE A: LET P$=iNKEY$: If p$="" IH
EN GO TO 72A5
t21A IF CoDE p$<43 OR CODE ptS)s7 THEN G

o To t2a5
121s LET POS=UflL P$
l22a PRINT RT 2@,7 j" SPEE0 ( 1-5 J "
1225 PAUSE A: LEf S$=INKEYI$: IF S$="" IH
EN GO TO 1225
123O IF CODE S$<4S OR CODE S$>53 THEN G

o To 7225
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1235 LET S=UFL S$

i24A PRINT RT 22,7;,, BIRS I L OR R ) II

1245 PRUSE A: LET B$=INKEY$: IF B$="" fH
EN GO TO 1245
125@ ] F B$ <> '' L " RND B$ <> '' R '' THEN GO TO

12q5
1255 PRINT AT 24,);"
1264 RETURN
I3O@ INK 4: PRPER 7: LET X=4+POS: LET Z=
@

1345 FOR Y=3 T0 31
1318 IF INT (3AXRND] (St23 THEN GO TO i3
4A
1315 If $$="L" THEN LET X=X-1
l32A IF B-$="R" THEN LET X=Xtl
1325 IF X<s THEN LET X=5
l33a IF X> 13 THEN LET X=i3
),344 IF Y<>3 THEN PRINT RT X1,Y1;" ''

1345 pRINT RT X,y;CHR$ 145
135U LET Xt=X: LET T1=Y
1352 LET Pfi=S-S: IF Pfl=@ THEN GO TO 135
5
1353 PRUSE PR

1355 IF \<27 0R Z<>A THEN GO TO 138s
1358 IF \=27 fiND X=3 RND BIIJ=Z Tl-lEN LE
T t=t: Go To 1385
736A IF \=28 FND X=B RND B(Z)=a THEN LE
T E=2: GO T0 1385
L362 IF \=28 flND X=14 fiND B(3)=@ THEN L
ET 3=3: GO TO 1385
1364 IF Y=23 FND X=7 RND Bt4)=@ THEN LE
T Z=4: GO TO 1385
1366 IF Y=2S flND X=3 RND BISJ=O THEN LE
T E=5: GO T0 1385
1368 IF Y=2S flND X=11 RND B(6J=@ IHEN L
ET E=6: GO T0 1385
137@ IF \=3A flND X=6 RND B(7)=@ THEN LE
T Z=7: Ga TO 1385
1372 IF \=3A FND X=8 RND B(B)=A THEN LE

T Z=8: GO T0 1385
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137+ IF T=3a flND X=]U RND B(SI=Z THEN L

ET Z=3: GO TO 1385
1376 1F \=3a flND X=12 RND B(la)=a THEN

LET Z=12: GO TO 1385
1385 NEXT Y

1386 PRINT RT XJY-1 j, ]

I3B7 I F Z=0 THEN BEEP . 1 ,7 : BEEP .1,7 )

BEEP .7,2: BEEP .5,3: BEEP . 1,5: BEEP . ]
,5] BEEP ,1,5] BEEP .5,2: RETURN

1383 LET BIZ]=1
13sA iF Z=1 RND RND(.S THEN FoR Q=1 TO

LA: LET B[8J=1: NEXT Q: G0 TO 1336
1332 GO SUB 23AA
1333 FoR K=Y TO 1a
13S4 lF RNn(.7 THEN LET B(Kl=1
1336 NEXT K

1398 RETURN
I+AA INK 3: PRPER 7
14A3 FOR J=A TO I
l+as IF Btll=J THEN PRINT RT 3,?7;CHR$
( 144- 16XJ l
14\A IF Bt2]=J THEN PRINT RT B,28 jCHR$
( 1q4- I 6XJ l
141s IF Bt3l=J THEN PRINT RT 7a,28;CHR$
(t++- I 6*J l

142a IF Bt4l=J THEN PRINT RT 7,23;CHR$
( 14+- I 6XJ l
7q25 IF Btsl=J THEN PRINT RT S,23jCHR$
t.lqq- 16xJ l
143A IF B(61=J THEN pRINT RT 1i,23jCHR$

(.144- 16XJ l
143s I F B ( 71 =.J THEN PR I NT RT 6,3A j rHR$
( r44- I 6XJ l
1+q
(.Iq
). cq

(1

F B(B]=J THEN PR]NT RT B'34;CHR$
6XJ l
F Bt3)=J THEN PRINT RT 7a,3a;fHR$
16XJl

1+5a IF BiIa)=J THEN PRINI RT 12,3a;C.IR
$ t144-16XJl

aI
a- l
sI
4q-
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1 455 NEXT J

146A RETI]RN
ISAA LET SC=A: FOR K=l T0 IA
1545 IF BIK)=1 THEN LET SC=SC+]
151A NEXT K

1515 IF LRST(>a THEN LET SC=SC-LRST
1522 IF P=2 THEN GO TO 1545
1522 IF t=A THEN LET SCl=SCltSC: GO T0
I57A
152s 1F t_l> i THEN LET SC i =SC i IU*SC : LET
U=l: GO TO 157A
1534 LET SCI=SCI+2)(SC:1ff ll=@: GO TO 15
7A
1545 IF U=Z THEN LfT SC2=SC2ISC: GO TO

t57A
1554 IF U>1 THEN LET SCZ=SC2IU*SC: LET
U=1: GO TO 157A
1555 LET SC2=SC2I2IKSC: 1f f !=@: GO TC 15
7Z
1572 IF SC=14 RND Go=1 THEN LET STR=I
1584 IF LfiSTtSC=lO RND GO=2 THEN LET SP

f=1
1585 LET LflST:SC
1534 RET[.]RN

16AA PfrPER 6: INK A: TF P:2 THEN GO TO

t65A
1645 JF SCl(12 THEN PRINT RT 3,28 ]SC1:
GO TO t6tz
16A6 I F SC 1 <1AA THEN PR I NT RT 3 ,27 ;SC1 :

GO TO t61A
).647 ] F SC 1 <IAAA THEN PR I NT RT 3, 26 ; SC ]
: GO TO 16IA
164S RETURN
165A ]F SC2<IA THEN PR]NI RT 12,28)SC2:
G0 T0 166A

1655 IF SCZ<IAZ THEN PRINT RT 12,27;5C2
r GO T0 166A
16s7 lF SCZ<|AAA THEN PRINT nT 17,26;SC
'2: GO TO 166A
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1 633 RETURN
ITAA FLAS:H 1: INK AI PRPER 7T PRINI AT 3

,26)"STRIKE'
17Al FoR o=E T0 5a: BEEP .61,Q: NEXT G:

FLRSH A: PRINT RT 3,26; '' !'

17a2 ?frPER 6: IF P<>1 THEN Go To 1754
1745 LET ST1=ST1+1
ITIA ]F ST1<14 THEN PR]NT RT 3,15JST1:
RETURN

l72A PRINT RT 3'74;ST1: RETURN
175A LET ST2=ST2I1
1751 IF ST2<IA THEN PRINT RT 17,15 iST2:

RETI.]RN

1764 PRINT RT 17,14 ]ST2: RETURN

iBA@ FLRSH 1: INK A: pRpER 7; pRINT RT S

,22i"SPRRE"
lBAl FoR 8=52 To a STEP -1: BEEP .Ol,G:
NEXT G: FLRSH A: PR]NT RT 3,27;" II

1,842 ?fiPER 6r.lF P<>i THEN Go To 1B5a
1845 LET SP1=SP1+1
IBIA iF SPl(14 THEN PRINI RT 3,21;SP]:
RETURN

IA2A PR]NT RT 3,2A;SP1: RETURN
1B5a LET SP2=SP2tl
i851 lF SP2<IA THEN PRINT RT 77,27 jSP2:

RETURN

1864 PRINT RT 17,2A|SPZ: RETURN
2AA@ FoR N=2 TCI 7
,2AIA RERD R

2D2A POKE llSR '' a " +N, R
2438 NEXT N

2A4A FOR N=O TO 7
2A5A RERD R

2A6A POKE I]SR "b "tN, R

2A2A NEXT N

2@8O RETURN
2@38 DRTR 16, 16,56,56,56, 124, t24,56
2433 DRTR A,A,A,62, 127, 127, 727,62
2IAA IF ?=2 THEN G0 TO 215a
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21TA 1F T(14 THEN PR]NT OT 3, B;T T RETUR
N

2I2A PR I NT RT 3 ,7 ;T : RETI-IRN
215A ] F T <IA THEN PR I NT RT 17 ,8;T :. RETL]
RN

216A PRJNT RT 17,7)T: RETURN
22AZ iF P=1 RND STR=I THEN LET U=L.1+2

22Ia iF P=l RNp SP8=1 THEN LET l-.1=l-.1+1

222A lF p=2 RND STR=I THEN 1ff rJ=UtZ
223A IF P=2 fiND SPf=] THEN LET U=Ut1
22qA RETURN
23AA IF E=i THEN LEr Y:]
23lA IF Z=2 0R Z=3 THEN LET \=2
Z32A IF Z=4 OR Z=5 OR Z=6 THEN LEI \=4
23qA ]F Z=7 OR Z=B OR E=3 OR Z=1A THEN
LET T=)
235D RETURN
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The Madcap Rally

Description

The year is 2032, and the main event at the London Olympics is
the deadly Madcap Rally. Each competitor is driving a Mark 3

Sinclair Electric Brggy, and his task is to go round the circuit
collecting all the markers shown in green and blue, but avoiding
the anti-buggy mines indicated in red.

Each country entering the event has only one competitor, and
five buggies equipped with a constant-speed motor, high-
sensitivity steering but, sadly, no brakes! Four days into the
event, it finally becomes your round. The Union |ack is raised,
the anthem is played and you're off in search of gold.

22
e2
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Hints on Entry

As can be seen in the listing below, the game consists of two
programs. These must be entered and then saved in the correct
order on the tape or microdrive if the program is to operate in the
correct manner.

1) The first program, Rally, is typed into the computer, paying
particular attention to the user-defined graphics. This
program is then saved on tape or microdrive using the
command:

SAVE "RALLY" LINE 1

or
SAVE ,*,,M,,;7;,,RALLY,, LINE 1

2) The second short program, used to define the graphics
characters, is now entered, taking care with the lines of data.
When the program has been entered, typing RUN will cause
the graphics characters to be designed with the computer
storing the information in RAM, starting at the location held
in the system variable UDG. When the generation process is
complete, the information relating to these characters will
be saved on tape for future use by the main program.

Nofe. Although the characters are saved on tape, the program is
not, and as this program will be required for the next game it
should also be saved by typing:

SAVE "GRAPHICS"
or

SAVE *,,M,, ;1;,, GRAPHICS,,

Techniques

One problem often experienced with very long games, requiring
a large number of user-defined graphics, is the lack of available
memory, as the amount of space required to define a set of
graphics characters is often considerable. In such a case, or when
it is necessary to use the same characters for several games, it is
useful to design the graphics using a separate program and then
save them on tape using the SAVE CODE function.
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The SAVE CODE function, as defined in the Spectrum manual,
can be used to save blocks of memory on tape or microdrive. The
syntax of the instruction is:

SAVE"NAME" CODE START,LENGTH

where NAME is the narne to be recorded on tape; START is the
first memory location of the block; and LENGTH is the number of
bytes to be saved. In the particular case of saving the user-defined
graphics, the name is a matter of personal choice, start has to be
calculated by using the system variable UDG stored at locations
23675 and23676, and the length is calculated by multiplying the
number of characters by eight.

Example

If we have created ten characters then these could be saved onto
tape using:

SAVE "CHARS" CODE (23675+ (256*23676)),80

Instructions

The game is loaded from tape ormicrodrive by typing

LOAD""
or

LOAD *"M";1;"RALLY"

When loaded the game will run automatically. There will be a
short delay while the graphics characters are loaded into RAM
after which a series of instructions will be displayed on the
screen. The game then commences and after inputting the
required level of difficulty (10-300) you must use the cursor keys
to steer your buggy around the track, collecting first the green and
then the blue markers.

Listing
IMPORTANT

1) THIS PROGRAM SHOULD BE ENTERED USING CAPS LOCK.

2) ALL GRAPHICS CHARACTERS ARE INDICATED BY LOW'ER CASE LETTERS

3) SPACES MTHIN TEXT SHOULD BE ENTERED AS LISTED,
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3 LORD " '' CODE

4 LET HS=O
5 BORDER A: PfiPER A: CLS

iA PRINT RT IA,8; INK 7J PfiPER 2; BRIG
HT 1; FLRSH I;'.THE I1RDCRP RRLLY'.

23 FOR N=0 TO 7: BORDER N: FoR F=-34 T

O 3A STEP 5: BEEP NITOO,F: NEXT F: NEXT
N

24 BORPER A
25 INPUT ''PRESS ENTER TO CONTINUE,. ; LI

NE Y$
30 GO SUB 8A@A

4A GO SUB 70@A
5A CLS

52 IF SK)34 THEN PRINT RT IA,IO; FLRS
H 1;''PLERSE [^IRIT.'

55 LET LIUES=S
6A LET PLX=12: LET PLT=18
7A LET C$-"e "

rcA DIT XtSK): DII1 Y(SK)
1A5 DIT U[SK]: DII1 UISK)
TA2 LET K:SK
1@B LET B=INT CRND*2EII1: LET C=INT (RN

D*3Al+1
1 lE FOR N=1 TO SK

12A LET XtNl=INT CRND*22)t1
125 LET U(N]=INT (RND*28]+1
13@ LET YtNl=INT (RND*231+1
135 LEI U(N)=lNT (RND*3Elt1
148 NEXT N

145 CLS

2OZ FOR N=1 TO SK

2TO PRINT RT X(N], Y[N] ; INK 4 J ''b ''
22A PRINT RT i-.J(N],UIN.]; INK 2j,,b,
23A NEXT N

235 PRINT RT B, C i INK I ;.'b,,
237 PRINI RT PLX,PLY; INK 5;C$: PRUSE @

24A PRINT AI PLX,PLY; INK 5;C$
245 LET OPLT=PLY: LET OPLX=PLX



1L4 Spectrum Supergames

247 BEEP .AO1, RNDXSA
25A IF INKET$='7" THEN
264 i
222 I
2BA I
285 I

F i NKET$=,'6,' THEN
F I NKEY$=,'5,' THEN

F MfY$=,'8,' THEN

LET f$=t'" t'

LET C$=" i r'

LET C$="9 "

LET C$="e "

F C$=""" THEN LET PLY=PLY+(1 RND

PLY (31 ]
2BO IF C$="e" fHEN LET PLY=PLY-II RND

PLY) A ]
282 IF C$="c" THEN LET PLX=PLX-(I RND

PLX) A l
2BA IF C$="i" THEN LET PLX=PLX+I1 RND

PLX<21 l
283 IF RITR (PLX,PLY;=4 THEN LET K=K-l
234 IF RTTR CPLX,PL\)=2 THEN GO SUB IA

aa
231 IF RTTR (PLX,PLY)=I THEN GO TA 2AA

a
232 IF OPLX<>PLX OR OPLY(>PLY THEN PRI

NT RT OPLX,OPLY;' 'r

3AD GO TO 2qA
IAAA PRINT RT OFLX, OPLY; PfiPER 2; INK 7 j
BRIGHT 1; FLRSH ];C$

7aa5 FOR N=2 TO B STEP . I : BORDER INT N:
BEEP . A1, N: NEXT N

1AA6 BORDER A

IAIA LET LIUES=LIUES-l
1o2a IF LIUES=E THEN GO TO 2aAA
IA25 I F I NKEY$ <> " '' THEN GO TO IA25
IA27 IF INKEY$="" THEN G0 TO 1027
1A3A RETURN
2AAA PRINT NT PLX,PLY_INT CPLY/5); trLRSH
1; INK 6;',GRI1E OUER,'

2ZA5 FOR N=1 T0 1QO: NEXT N

2AA7 tsORDER 5: PRPER !: INK A: .LS
2ala LET SC=INf 5axt tSK*5)-tKx5lt(LIUESX
!a) )
2A2A PRINT RI A,A;''YOUR SCORE IS ,, ; FLRS
H ]; PRPER 2; INK 7;SC
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2A25 IF S'>HS THEN PRiNT ) ) FLRSH ] J PF
PER 2; INK 7)',\OI HRUE GOT THE HIGH SCOR

E !P99, L.ET HS=SC
2A27 PR]NT RT 27,A; 'THE HIGH SCORE ]S ' '

trLRSH 1J PRPER 2; INK 7;HS
2E3Z ]NPUT 'RNOTHER GRI1E ?' ;Y$
2A4A lf Yg="1" THEN PRPER At BORDER U:
aLS : INK 7: G0 T0 +A
3AAA STOP

TAAA ]NPI-]T "DIFF]CULTT LTUEL ?C1A TO 3AA
,],;SK
TAIA ]F SK(]Z THEN GO TO TAAA
7A2A RETI-]RN

BAAA INK 7: CLS : PR]NT RT A,AJ PRPER 2J
INK 7i FLRSH 1;,THE NRDCRP RRLLT,,

BA|E PR]NT ) ' I' IN THIS GRI1E YOU I1UST ST

EER TOUR BLI..]E CRR RROIIND THE SCREEN,IIS
ING THE RRROI,J KEYS" '

BA2A PRINT ' IJ YOU I1UST RUN OUER THE GRE

rN OBSTRCLES RND TRY TO RUOID THE RED

ONES. ] F YOU H I T R RED ONE YOU I^II LL LO

SE R LIFE.'
AA3A PRINT ) II ONCE YOU HRUE RUN OUER RL
L- THEGREEN TH]NGS, ].OI.] IlUST GO OUER THE

BLI.]E ONE TO END THE GRI1E.'
AZ+D PR]NI "IF YOU H]T THE BLUE ANE BY

NCC J DENT, i T t,I I LL IND THE GflI1E, "
BA5A PR]NT ) II YOL.] HRUE 5 LIUES RT THE

STRRT" TOIR CRR I,JILL CRRRY CN I1OU

tNG IN THE DiRECTION CHOSEN.'
8333 RETI-]RN

Graphics

1A REN CHRRRCTERS FOR CRR GRNES
20 FOR N=1 TO 5:. REfiD €$: L-ET as=L]SR R

$: FOR X=Z T0 /: RERD f: POKE 0S+X,f: NE

XT t: NEXT N
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3A DRTR "B",2q,6A, 126,255, 255, 126,62,2
4

qa DffTfr "c", 16, 186, 186, 4A,56,2I4,238,2
L4

5A DRTR t',E",A,23A,22q,3q, 183, 94,22+,23
a

6A DATfr "G" rA, 7A3,7, 122,237, 122,), 193
)a DfrTA "l", 1A7, 113, 1A2,29,2A,33,93,81
3A SRUE .,CHRRS''CODE IPEEK 23675+t256XP

EEK 236)6)),22
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Road Racer

Description

Having just won the gold medal in the Madcap Rally you must
now drive your Sinclair Electric BugW back along the M1 to your
home in the suburbs of Birmingham. As always the motorway is
overcrowded, and half the road users are either asleep or totally
mad; so can you get home alive without wrecking your very
expensive car? Only time will tell.

Hints on Entry

Inspection of the listing given below shows that the game is in
two parts: the main program which should be entered first and
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saved on tape, followed by a short prograln used to define and
save on tape the data relating to the user-defined graphics.

If the instructions for the Madcap Rally have been adhered to
correctly, then you will already have a copy of the second
program on tape or microdrive. Therefore, to save time and the
trouble of re-entering, load this program and type RUN. The
redefined character information can then be saved onto the Road
Racer tape for future use.

Techniques

One of the most powerful commands available to the games
programmer in Sinclair BASIC is the ATTR function, which
returns information conceming the character in a specified
position on the screen.

If we type in a statement such as PRINT ATTR(10,10), the
computer will retum a number in the range 0-255, and this
number can be decoded to give information relating to the
flashing status, bright status, paper colour and ink colour. To
extract information from the number, we need first to understand
how the information is stored inside the computer and secondly
how the data is arranged within the word.

In a computer, all numbers are represented in binary form by a
byte (a group of eight bits). In the case of the attribute bytes, the
information is held according to the following format:

BIT 7 6 5

Examples

IF ATTR(X ,Y): 136: 1000L000
then

rNK 0 (BLACK)
PAPER 1 (BLLTE)

BRIGHT 0 (NORMAL)
FLASH 1 (FLASHING)

4 3210
PAPER INKPAPER INK
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IF ATTR(X ,Y) : 219: 11011011

then

rNK 3 (MACENTA)
PAPER 3 (MAGENTA)
BRIGHT 1 (BRIGFIT)
FLASH 1 (FLASHING)

From these examples we see that the information is coded in a
complex form. Obtaining information conceming the individual
paper colour, ink colour or stafus can therefore involve several
lines of program.

Example

To find the paper colour at character position (10,10) we would
require:

10 LET A: ATTR(10,L0)
20 IF A > 63 THEN LETA + A - 64: GOTO 20

30 LETP:rNT(A/8)
40 REM THE VALUE OF 'P' IS NOW THE PAPER COLOUR

AT (10,10)

Instructions

The game is loaded from tape or microdrive by typing:

LO-\D ""
or

LOADrr "M";L;"ROAD"

When loaded the game will run automatically. The tape machine
must be left on so that the graphics characters, saved in code
form, can also be loaded into the computer. When this has been
completed the instructions will appear on the screen, and after
selecting the level of difficulty the game will commence with the
car being controlled by the two cursor keys: KEY 5, move left; key
8, move rig;ht.
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Listing

IMPORTANT

1) THIS PROGRAM SHOULD BE ENTERED USING CAPS LOCK.

2) ALL GRAPHICS CHARACTERS ARE INDICATED BY LOWER CASE LETTERS

3) SPACES \4'ITHIN TEXT SHOULD BE ENTERED AS LISTED.

1 LORD " '' CODE

2 ?OKE 23658,8
1A CLS : PR]NT TAB 1A; FLRSH 1; PRPER

2; INK 7; BRIGHT 1;'RORD RRCER,'
15 FOR N=l T0 5: FOR F=0 TO 7: BORDER

tr: BEEP .25, FtN: BEEP .45, F-N: NEXT f: N

EXT N

16 BORDER Z: BRIGHT 1: PRINT sA;'PRESS
ENTER TO CONT]NLJE, PRUSE A

12 PAPER A: BORDER E: CLS : INK 7
2A GO SrB SAAA
3A GO S-.]B 6AAA
4A PRINT RT IA,X; INK 6;,' ; ,,

44 FOR N=l T0 6: NEXT N

45 LET OX=X

46 LET S=Stl
sA LET CX=INT tRND*(SK-1ll+11
6A PRINT RT 2l, lA; "b " j aT 21, SKtlU; "b "
2A ?RINT RT 2l,C.X j iNK 5; "c " j€T 21,31 ;

)2 LET L=llSR 35BZ
78 PRINT RT 3,OX;,, II

BA IF RTTR [11,X]=6S THEN
3A LET X=X+[INKEY$="U" RND

(fY$="5" RND X> 1 1 1

104 co To 4a
IAAA PRINT RT IA,N; FLRSH 1;
1AA5 FOR N=A TO 7: BORDER N:
RNDX3A: BEEP .25,N: NEXT N

IAAT BDRDER A

GO SUB |ZAA
X(SK+3]_IIN

INK 2;"o"
BEEP .25, Nt



iElZ FOR N=l TO 5A: NEXT N

Road Racer

PRINT RT !4,
x;" !r

1Dl2 LET LI=LI-1
1415 IF LI=O THEN Go TO Z?aa
1E2A RETURN
2ZAA PRINT RT 7A,II; FLRSH ]J'GRTE OUER''
: FOR N=1 TO 5AA: NEXT N

2AA5 FOR I1=1 TO TA: FOR N=E TO 7: BORDER

N: BEEP .O5,NttRNDXsZ]_(RND)<52]: NEXT N

: NEXT T
2AA7 BORDER A

2A1A CLS : PRINT .'TOL SCORED ,, ;'FLRSH 1 J

S

2a2A IF S)HS THEN LET HS=S: GO SUB 3AAA
2A3A PR I NT ', THE H ] GH SCORE ] S ,, j FLRSH 1

iHS: PRiNT ) ' "RND ]T I,JRS GOT BY " ] TLRSH
1;N$

2AqA INPUT "RNOTHER GRNE ?IY,'5J '' ;X$
2A5O IF X$="T" THEN GO TO 3A
2A6A STOP
3AOA PRINT " J ) ) ''YOU HRUE GOT THE HIGH S

CORE9 . : lNPUT ., INPI]T YOUR NNTE:,' ;N$
3AlA CLS : RETURN
6A0A LET X=14
6AA1 LET LI=5
6AA5 RESTORE 6lAA: FOR N=65aAA TO 65AAO+
17: RERD R: POKE N,R: NEXT N

6AA7 LET S=Z
6AIA LET SC=A: LET HS=Z: LET N$='EX-SPEC
TRUI1 ''

6A2A PRINT AT A, U; ''SELECT R SKILL LEUEL
t3 TO lA)"
6A3A JNPUT SK: IF SK>14 OR SK<3 THEN GO

ro 6a3a
6laa DRTR 62,4, !7,A,88,6,24, 737,6,32, lB,
13, 16, 252, 133, 1 6, 2q6, 2Ar
611A RETURN
SAAA CLS : PR I NT PNPER 2 , ,'RORD RRCER,'
9A1A PRINT ) ' IN THJS GRNE YOU RRE DR]U]

121,
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NG R BUGGT THE I,JRONG I,JRY DOI,JN R I1OTORilRT

"THE ONLY PROBLET IS:ALL THE OTHER CRRS

CRE DRIUING THE OTHERI,JRT9 YOU I1UST TRY T
O RUO]D CONTRCT FOR RS LONG AS POSS

IBLE, "

3A2A PRINI ) ) I' USE ' 5' TO I1OUE YOUR CRR

LEFT": I '' USE )B) TO TOUE YOUR CRR RJGHT"
3A3A PRINT frE; ,PRESS ENIER TO STRRT.': PR

IJSE A

3A4A CLS : RETI]RN
3333 RETURN

Graphics

1A REN CHRRRCTERS FOR CRR GRTES
22 FOR N=1 TO 5: REflD 0$: t-ET as=l-.lSR R

$: FOR X=6 TO 7: REfiD f: POKE fiS+N,f: NE

XT X: NEXT N

3A DRTR "8" ,24,62, !26,255,255, 126,6A,2
4

4A DfrTA "C", 16, 186, 196, 4A,56,214,238r2
t4

5A DRTR "l",A,23A,22+,3q, 183, 34,22+,23
Z

6A DATA "G" sA, 743,7, 122 5237, 122,7, lA3
)a DATfr r',1", 1A7,r13, lA7,2g,2Ar 93,33, B1

9U SRI,E "CHRRS"CODE TPEEK 23675+t256XP
EEK 23676)),72
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Target Practice

Description
So you think you're a good shot, eh? Well now is your chance to
find out in the Sinclair shooting gallery. The object of the game is
to score as many points as possible by hitting the ducks, clay
pigeons, bottles and cans. The game will require quick reflexes, a
good eye and a fast brain, because if you can score exactly L000
points then you obtain some bonus shots. Good luck and good
shooting.

Hints on Entry

The program is not too long and contains only a few user-defined
graphics which are represented in the usual manner, by using
lower case letters.

o

o
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\\rhen the program has been entered it should be saved on tape
or microdrive by typing:

SAVE "TARGET" LINE ].

or

SAVE,F,,M,,;1;,,TARGET,, LINE 1

Techniques

One of the most useful applications of the IN statement is
checking for combinations of keys being pressed on the
keyboard. It is possible to check if one key is pressed by using the
INKEY$ function, but this has the major drawback that it will not
test for combinations of keys. This leads to difficulties if we are
trying to use four keys to represent eight possible directions of
movement.

Consider the problem of using the four keys Q,W,E,R to
control a pixel on the screen which is permitted to move in any
one of eight directions. The four keys are serviced by the
command IN 64510 (see Table 1) with the four least significant
bits being used to indicate whether ornot Q,W,E or R is pressed.
For example,

R EIW a
81T76543210

Table 1

Having obtained ourbyte of information, we must now extract
information from the relevant bits. This can be achieved by using
the following routine:

Command Keys

IN 65278
IN 65022
IN 54s10
IN 53486
IN 61438
IN 57342
IN 49150
tN 32766

CAPS SHIFI tOV
AtoG
QtoT
Lto5
0to6
PtoY
ENTERtoH
SPACE to B



SAAA
SAIA
3Z2A
3A25
9Z3Z
3A4A
a

3054
3A6Z
3A7A
3A8A
3Z3A

iF a>)
IF R>3
IF R> 1

IF R=1
RETURN

THEN

THEN
THEN

THEN

LET R=1
LET E=l
LET L^i= 1

LET 0=1

Target Prqctice 125

REI1 CHECK KEYS
LET 8:Z: LET l)=A: LET R=E: L.ET E=0
LET R=IN 64514
PRINT F
I -f  

--CE 
ALtr I -*ZJJ_-

IF R>15 THEN LET fi=fl_16: GO TO 344

LET R__R_B

rET A-P'-4
t-ET A=fi-Z

When the computer returns from the subroutine at line 9090,
the variables Q,W,E and R hold the information determining
whether the key has been pressed and we can then use Boolean
expressions such as IF Q THEN to act according to the infor-
mation.

Instruction

The game is loaded from tape or microdrive by typing:

LOAD""

or

LOAD *,,M,, ;L ;,,T ARGET,,

When the loading process is completed, the game will run auto-
matically and a set of instructions will be displayed on the screen.

The object of the game is to use the cursor keys to line up your
sight with the various targets in the shooting gallery and then use
the B key to fire. A bonus can be obtained if the total number of
points scored at the end of the round is exactly 1000.
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Listing

IMPORTANT

1) THIS GAME SHOULD BE ENTERED USING CAPS LOCK.

2) ALL GRAPHICS CHARACTERS ARE INDICATED BYLOWER CASE LETTERS

3) SPACES \MTI{IN TEXT SHOULD BE ENTERED AS LISTED.

I POKE 23658,8
5 BORDER ]
6 LET HS=Z
7 LET 1\$= " ZX-SPECTRUI'1"

1A LET ]NSTR=BAAA
2A Go St,lB INSTR: REll ILONG oR SHORT IN

STRUCT ] ONS ]
.34 GO SUB CAAA I REI'1 URR]RBLES
4A GO SL]B SAAA: REtl PICTIIRE

1AA L€T R=]NT LRND*4]t]: iF R=l THEN G

0 sLrB laaa
114 IF R=2 THEN G0 SLIB 12aZ
124 IF R--3 THEN G0 St_.lB 1+AA
13a I F R=4 THEN G0 SUB 16aA
I+A GO T0 tAA
2ZA OUER A: INK Z: PLOT INK 3;?X-2A,?\

Z'44
2A5 OUER A: iNK A: PLOT P\_ZA,P\: DRRI,J

4D,A: PLOT ?X,P\-2Ar DRRII a,4A
2A6 GO SUB 5A2Z
2a7 LET OPX=PX: LET OPY=PY
2lA LET PX=PXt(8xtINKEY$="8" RND PX<234

)l-tBX(INKEY$="5' RND PX>2111
224 LET PY=PYt t.Bx ( I NKEY$=' 7 " RND PY < 154

I l-(BXI INKEY$=' 6" RND PY>21 ] l
225 ]F OPXOPX OR APY<)PY THEN OUER 1 :

PLOT O?N_2A, OPY : DRRI^J 4A,A: PLOT OPX, OP
(*2A: DRRTJ A,13: pLOT OpX,Opyr1: DRRil Ar
13
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227 IF INKEY$--"8' CR I\(fY$="B" THEN G

o suB Zaaa
228 OUER A: PRPER 2

. 1z-LEN STR$ SC;SC;R
o<la);frT 21,2A-LEN S

NK 7: PRINT RT 2I
1, lB j [ "0" RND Rnn
RIfo j Rfno j RT 2l ,

3A_LEN STR$ HS;HS: PfiPER 5: INK A

23A RETURN
|AAA GA SrB 2AA
1O@5 LET C=1

rcrc LEf CX=INT [RND*4]+B: LET CY=INT (R
ND*61+14
IAI2 FoR N=l TO 1A

1415 GO SUB 2AA
TA2A OUER A : PR I NT RT CX J CY ; 

,'c ,.

1425 IF HIT=] THEN LET HIT=@: GO T0 lA+
a

1A3A NEXT N

1A4A PRINT RT CX,CY; OUER 1;"C'': OUER E

IA45 LET C=A

1047 LET CX=A: LET Cl=A
1A5A RETURN
12AA GA SUB 2AA
1285 LET B=1
I2lA LET CX=INT [RND*3]IS: LET Cy=INT (R

ND*71+ll
1212 FOR N=l TO IA
1215 GO SUB 204
122@ OUER @ : PR I NT RT CX, CY 1 '' 6 .,

1225 IF HIT=1 IHEN LET HIT=A: GO TO 12+
a

123A NEXT N

I24A PRINT RT CX,CY; OUER Ij"d": OUER @

1245 LET B=@

1247 LET CX=A: LET C\=@

1254 REIURN
I+AA GO SLjB 2AA
14@5 LEf D=l
141A LET Y=4: FOR X=6 TO 25
1415 PRINT ffT Y, X,'[ "a" FND Xz2=INT CX/2)

:l
T2
TR$
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) j [ "b " RND Xz2() INT CX/2))
1416 BEEP "At,O
I4l7 LET CX=Y: LET CY=X

t42A GO StB 2AA
l43a IF HiT=I THEN LET HIT=A: GO To 144
()

J.C32 PRINT RT CX,CY; OUER ];("A" AND CY/
2=INT ICY/2)); OUER l j t "b' RND C\/2 <) INT

( c't /2) )
1 43s NEXT X

1437 OUER 1: PRINT RT Y,Xj("a" eND X,/2=J
NT (lt7)J ; ["b" RND'/,/2<> lNT (X/2))
T44A PRINT RT Y, X; OUER A j

1445 LET D=a
1447 LET C\=Z: lET C\=o
1454 RETURN
L6AA GO SUB 2AA
16as LET G=l
1614 LET Y=3: fOR X=4 TC 23
1615 PRINT AT Y,X;''e"
i6i6 BEEP " ZJ,5
T617 LET CX=Y: LET CY=X

1624 GO St_)B 2AA
163a IF HIT=I THEN LET HIT=a: Go TO 164
a
1632 PRINT RT CX,CY; OUER I;"e"
1635 NEXT X

1644 PRiNT RT ].,X; OUER A)',
1645 LET A=Z
16q7 LET C:X=A: UET C\=A
1654 RETI-]RN
.2AAA BORDER 2

2AA5 BEEP .A5,-lA
2AA7 LET fll1FO=eIiO-1: IF Qr.r,O=A THEN GO

ro 22aa
2A1A PLOT PX,PY: DRfli"I 255-PX:_PY: PLOT 7
X-l,PY"-l : DRRII -PXt1, -PY+1
2A15 BEEP .AI,3A
2a2A IF INT l?\tB)=C\ RND INT (22-l?Y/A)
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]:CX THEN GO TO ZAqA
2@3A OUER 1: PLOT PX,PY: DRRI^I 255-PX,_PY
: PLOT PX-1,PY*1: DRRII -PXt1,_PYt1: OUER

O: BORDER 1: RETURN
2a4O OUER I : PLOT PX, PY: DRflt^l 255-PX, -PT
: PLOT PX-],PY_1: DRRI,J _PXt1,-PYtl: OUER

A: FOR N=O TO 7: BORDER N: PRINT RT 4,7
4J PRPER N; INK B;.'HIT9,,: BEEP ,I,N: NEX

TN
2A45 PRINT RT O,14 ] OUER A;" II

2ASA LET SC=SCI(3O fiND C=l)tis0 flND B=11
+(7A FND D=il+t1OE flND G=l1
2a54 IF SCt1666=1111 lsc/la@a) THEN LET
Rl1l1O=Rllllot 15
2455 LET HIT=1
2A60 BORDER 1: RETURN
22AA LET G$=" GFI1E OUER": FOR N=5 T

o 5r1A: PRINT RT 4,N+5j"s"; PRiNT RT 4,5
tG$(16_N To J: pRUSE g: NEXT N

2245 GO SUB 5A2A
221A FOR N=-16 To lA: BEEP "@5,N: BEEP

25, _N: NEXT N

222A BORDER 4
223A CLS : IF SC(=HS THEN GO fO 23AA
2235 LET HS=SC
224A PRINT "YOI] HRUE GOT THE H]GH SCORE!

I NPUT '. ] NPIIT YOUR NRNE,. ; L I NE N$
225A iF LEN N$(1 OR LEN N$)15 THEN PR]N
T ''PLERSE RETYPE,': GO TO 22qA
23AO FOR N=O TO 7: BOREER N: BRIGHT 1: P
APER N: .LS T NEXT N

231A PRINT .'THE HIGH SCORE IS ,';HS;'I BY'I
'N$

232A INPUT ,,RNOTHER GRI1E ?,,; LINE X$
Z33A ] F X$ <> '' Y " THEN STOP

234@ LET INSTR=4A3A
2345 BORDER 1 : P6PER 5: INK A: CLS

235A GO TO 20
4a@o PRINT RT Ia,l@; "PLERSE l^lfiIT"
4AlA RESTORE qAqA: FOR N=USR rrR, TO USR

',F',+7: RERD R: POKE N,R: NEXT N
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4AZA LET SC=Z r LET Snr'O=2Z
4422 LET HIT=E
qA23 LET C:A: LET B=A: LET D:A: LET G=O
4425 LET PX=123: LET PY=Sj
4A3A RETI]RN
4AqA DFTR 38, 55,252, 72q,56,64,4,A
4A5A DRTR 2r 55,252,72A, l2A,172,32,4
qa6a DRTR A ,2q ,36 , 6A, 36, 36 ,36 ,2+
4A7A DRTn I 6, 1 6 , 1 6, 56, 56, 56, 56, 56
4A8A DRTR D,8,54, 65, 54,B,A,A
4A3A DRTR A, qB, 12+, 126,254, 252, 124, 32
SZIA OUER @: PRPER 5: FOR N=l TO 7Z: PR]
NT RT N,A;..

NEXT N

5A15 3UER At PFPER 2: INK 7: PRINT AT 21

, 2 ; "SCORE=OOAA fifttrrO=A0 H IGI.r,=AOAQ"
5a2A OUER A: INK U: PLOT 765,lAA: DRRL] 3
Z ,75: PLOT 3A , 7AA : DRRt^l -3A ,75 : PLOT 32 ,

7A: DRRTJ -3A,-72: PLOT 165,7a: DRRTJ 94,-
VD: PLOT 165, IAA: DRRI,J A, -3A: DRRII -75, A

: DRRl}l A,3A: DRRl,.l

1IAA RETURN
BAAA GO SUB 4AtA:,T R R G E T S H

: fLS : LET F$=
: FOR N=Z T0 31

75, O

PRPER 5
00T'|,

BEEI PRINT RT 12,INt1 RND N<31]][,.o..' RND

N,,2=INT 15tt2));t"b RND N,,2<>INT 1Ntt2))
iRT IA,A; PRPER 2) INK 7; BRIGHT 1 ]R$t32
-N T0 .l

BAA2 PflI]SE 5: BEEP .23,NT NEXT N

BZa3 FOR N=lu To 2 STEP -l: PRINT RT N,a
;,, PR]
NT flT N_1,4; PflPER 2; INK 7;f$: PRUSI 5:

NEXT N

BATA PFPER 5: INK U: CLS
BA2A PRINT NT I,A; PRPER 6;R.E
BAsA PRINT 1)I IN TH]S GRTI YCU RRE LOOKi
NG DOI,IN R SHOOTING RRNGE [,JN]CH HRS NO

ROOF RND IS THEREFORE OPEN TOTHE SKY, ''

AA6A PRINT ) I YOU I1UST TRNOEIIURE YOUR SI
GHT tR CROSS] RND TRT TO SHOOT THI URR
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I OUS OBJ ECTS I,JH I CH flFPERR, SOTE LJ I LL N
ATER I RL ] SE RT THE ENDOF THE RRNGE, I,JH I LE

OTHERS I,JILL FLY OUER THE TOP, "
BATA PRINT ' II TOU I,JILL STflRT OFF I,JITH 2A

ROUNDS OF RIIIIUNITION, RND EUERY lAA
A PO INTS YOU II]LL GRIN SOI1E TORE. "

AA75 PRINT 7I' IiHEN YOU HNUE NO RMNUNITIO
N LEFT, THE GRTE ENDS. ''
AABA ]NPUT PFPER 2; iNK 3;,,PRESS ENTER
TO CONTiNUE. ; LINE XS

BA3A CLS : PRINT ' PnPER 2; INK 7;RS: PR

INT ' II USE THE RRROI,J KEYS TO I1OUE YOURS]
GIIT, RND THE 'B' KEY TO F]RE"''
B|AA PRINT ) r t' 4 c (CflNl IS TJORTH 3A POI
NTS, ' ' ''R d TBOTTLE] IS INORTH 5A ?O INTS, "
"'R a I DUCK ) I S IJORTH. 7A PO I NTS TI TT AND F
e ICLflT PIGEON] iS l,lORTH lZa PoINTS,"
BIIA PRINT ) ) I' TO GET YOUR BONUS RTMUN]T
ION TOU I1UST SCORE EXRCTLT TAAA PO

I NTS, SO TH I NK CRREFULLY RBOUT I,IHRT
rOU SHOOT RT.'

alZZ I NPUT " PRESS ENTER TO CONT I NI-JE " ; L I
NE X$
B13A CLS : RETURN
SSSZ GO SUB SSZO: GO TO S93Z



Chapter 13

Sliding Puzzle

Description

This is a computerised version of the popular game which
involves sliding pieces around a 4x 4 grid until the correct
picture is obtained. This version provides you with two
picfures-a house and a church. Instructions are given below on
how to design your owrr pictures and save them on tape.

Hints on Entry

The program is straightforward to enter and should therefore
cause no problems. When the complete program has been

/
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HR+

E&,,
illxH

EtN

/t---\
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entered, it should be saved on tape or microd:--,': -: - .
command:

SAVE "PUZZLE" LINE 1

or

SAVE *,,M,, ;1;,,PUZZLE,, LINE 1

The original program contains the picture of a house , :- - -
the data for a church is also included. The data shoui.i i= .- -.:. :
as lines 900C_l9075 in steps of five (it is very importan: :'. .' ' - -
not deviate from this sequence). When entered, thrs s: - .- - :
saved using the command:

SAVE "CHURCH"

or

SAVE *,,M,, ;1 ;,, CHURCH,,

If you now wish to use the ptzzle with the church, slmni.,
the main prograrn, Ptzzle and then type:

MERCE "CHURCH"
or

MERGE *,,M,, ;1;,, CHLIRCH,,

and execute the program by typing RUN.
Since you are able to change the picture in such an easy l\'av,

there is no reason why you should not create your owrr piclures
for use with the program Puzzle.

The grid is 4x 4, which means that you need to define sixteen
different pieces, including the blank which can be any'where in
the grid and is represented by the data line DATA 0. The data line
number for each of the pieces is as follows:

9000 900s 9010 9015
9020 9025 9030 9035
90/:0 9045 9050 9055

9060 9065 9070 9075

Each piece other than the blank is defined by nine items of da:.
since it is a 3 x 3 square. The numbers in the data statements a::
the character codes as found in Appendix A on p. 138 oi :r.=
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Spectrum manual. An example piece would be as shown below
with the numerical codes in the grid to the right.

128 132 128
141, 143 138

143 1.43 143

The data line for this piece would be:

DATA 128, 132, 128, 14-1., 143, 138, 143, 1.43, 143

The pictures given above use only the sixteen shapes which the
Spectrum has available, but there is no reason why you should
not use the user-defined graphics to create your owrr outstanding
pictures.

Techniques

This program demonstrates how the MERGE command can be
used to exchange data from one prograrn to another.

Many games prograrns, especially puzzles and word garnes,
require portions of data to store the solution of the problem or the
possible combinations which can be used throughout the
program. In these cases it would be a waste of time to keep typing
in the main program. Also, if the progreuns are to be stored on a
costly microdrive carLridge it would also represent a waste of
valuable storage space. A method around this problem is to use
the fact that the body of the program would be the same in all
cases. So the various sets of data lines can be written as small,
separate programs and stored on tape or cartridge, being merged
into the main program as and when required.

By using a routine such as that shown below it would be
possible to have the merge facility under software control from
within the program:

EAAA
BAlA
aD2A
8A3A
B84Z
aa5a

RET TERGE CONTROL

iNPI-lT "NR11E 0F DRTR PRoGRfll-1=" ;A$
INPUT "NI'RODRIUE OR TRPE(11lT]" ;B$
IF B$:"11'' THEN I1ERGE X"I"1";1;R$
]F F$_-''T' HEN I1ERGE R$

RETURN
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Instructions

When the progrant is executed, some instructions are displayed
on the screen followed by the grid containing the correct solution.
When you have seen this, the solution is replaced by the state-
ment 'creating the problem' while the computer jumbles the
pieces. The time taken for this varies, but is usually about one
minute.

\Alhen the problem is created the grid is displayed with the
juggled pieces, and it is your task to solve it in the least number of
moves. To move a piece into the empty square you type the letter
corresponding to the square you wish to move from. The squares
on the grid are represented by the letters A to P as shown on the
bottom left of the screen and below.

A B C D
E F G H
I I K L

M N o P

The problem is solved when the completed picture is shown in
the grid.

Listing
IMPORTANT

1) THIS PROGRAM SHOULD BE ENTERED USING CAPS LOCK.

2) SPACES WTI}IIN TEXT SHOULD BE ENTERED AS LISTED.

House
1 POKE 23658,4
s Dill P[16,3), DIf B(16]

la INK a: BORDER I : rET T=a
15 pRINT RT 1,4;,, ,, j: F.LRSt_l l: pRJNT !:

SL]DiNG PIECES PUZZLE,,]: FLRSH a

2A PRINT : PR]NT : PRINT "THE IDER CT

TIiJS PUZZLE IS TO RECRENTE R P]CTUR: -
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N R 4 X 4 GRIO BT SLIDING P]ECES INTO
THE ONE EI1PTY SAURRE. "

25 PRINT : PRINT.,THIS IS RCHIEUED BY
TYPING THE LETTER OF THE SGURRE FROT iiH
ICH YOU h]SH TO I1OUE.

3A PRINT : PRINT "THE GR]D ]S REPRESE
NTED BT THE FOLLOI^II NG LETTERS : ,.

35 PRINT
4A FOR I=1 TO 16
45 IF ]<5 THEN PRINT RI 15,12tJJCHR$

i64rI I : Go To 65
5A IF ](9 THEN PR]NT RT 16,8tI;CHR$ T

64ti I : eO T0 65
55 ]F I <13 THEN PRINT RT 72,4r ] ;CHR$

t64tll: GC T0 65
6A pRiNT RT 18, I;CHR$ [64+I]: GO TO 65
65 NEXT I
2A PRINT RT 2A,B;" " ; r' FLRSH 1 : PRINT

'.PRESS FNY KEY,,;: FLRSH A

75 IF INKEY$=" " THEN GO TO 75
BA CLS
85 PfiPER 5 : GO SUB IAAO : GO SllB 13AA:

GO SUB I|AA
SA PRINT RT 4,1 ]"THIS IS"
35 PR I NT RT 5, 1 ; .'THE.,

1@O PRINT RT 6,1;"SOLUTIoN"
ilZ FOR P=l T0 16
112 LET B(PI=P
1 15 LET R=P
1 16 IF R=BLfiNK THEN LET SPRCE=P: Go TO

125
I2A GO SUB 12AA
125 NEXI P

134 FOR I=1 TA 5AA: NEXT i
I35 PRPER 5: CLS
l4a Go suB l+aa
145 Go St-lB 13aA: G0 SUB tta7
158 FOR P=l TO 16
155 LET R=B[P]
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THEN LET SPfiCE=P: GO TO

165 GO SUB t2AA
17U NEXT P

175 INK Z: PfiPER 5: PR]NT RT 5, i j '' NLITB

ER,,: PR]NT RT 6, ];,OF I1OUES..: PRINT RT B

,6l"Z"
l?a LEI B$=INKEYE: IF B$=" IHEN Go To
I8E
185 ]F CODE 8$<65 OR CODE B$>BA THEN G

! T0 lBA
l3A GC SUB l5AA: IF s=Z THEN GO TO IBA
1S5 LET P=CODE [B$j -64; G0 SUB 16AA
2aa LET P=SPFCI : t-ET R=B ( CODE ( B$ I -64 I :

GO Si-rB I2AA
245 LET S=SPflCE: t-ET SPFCf=CODE (B$l-64

: LET Z=B(SPfiCE): rET B(SPRCE]=BtS]: L.ET

B(Sl=Z
214
215 LET T=Tt1
216 JNK A: PRPER 5
22a IF T<.).a THEN PRINT Rf 8,6;T: 0c T0
)q.a

225 ]F T<1AA THEN PRINT RT 8,5;T: GO T

c 2=a
238 ]T T<.IAAA THEN PRINT RT 8,4;T: GO

TO 2=A
235 STOP
'25A GO SUB 17AA
26A G0 TO t?A
45A RETI-]RN
3SB PRPER 7: INK Z
339 STOP

TAAA FOR J=l TO 16

1AA5 
,,PR 

J NT II

IAIA FOR I=1 TO S

IA2A REfrD PtJ, i ]
Ia25 IF ?IJ'1)=A THEN LET BLFNK-.] : G3

137
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O 1Z4A
1A3A NEXT I
1A4U NEXT J

1E5A FOR I=1 TO 6. PR]NT

L 1AA I I-{K A
1 las FOR I=A TO 16
1l1A PRINT RT 4,7A+ I ;tf-lR$ lC3
1115 PRINT RT B' l?t I ;f HR$ 143
1VA ?RjNT RT 12,lZt I ;CHR$ 1+3
1 125 PRINT RT T6' IAt I ;C R$ 143
l13a PRINT RT 2atI@tI;tHR$ 143
1]35 PRINT RT 4ti,1E;CHR$ 143
ti4a pRINT RT 4rI,t4;rHR$ 143
I 145 pRINI RT 4+I, 1B;CHR$ 143
:ti5A pRINT RT 4+l,22;CHR$ 1q3
i155 PRINT RT 4tI'26;fHR$ 143
116U NEXT I
1 165 RETLIRN

1'2AA LEI X=5t4*INT CC?-1)/C)
12aS LET \=7t4x I P-4x i NT t t P'- 1 ) /4) )
I21A TNK 4: PFPER 6
i21s PRJNT RT X,'r;CHR$ P(R, 1l
122A PRINT RT X,Yt1;fHR$ PIR,2]
1225 PRJNT RT I,1.+2;CHR$ P(R,3]
1232 PRINT RT Xtl,YjrHR$ P(R,41
1235 PRINT flT Xt1,Yt1 JCHR$ P(R,5]
1242 PR jNI RT 'lt7,Yt2;rHR$ P(R,6)
i245 PRINT RI Xt2,\ jCHR$ PtR,7l
1252 PRINT RT l+2,Yt I jCHR$ P(R, Bl
125s pRINT RT 'lt2,ytZ;CHR$ p(R, Sl
126A RETURN
13AA INK A: PR jNT RT 1,4 t" ,' j : FLRSH I :

PRINT ,SLIDJNG P]ECES PI]ZZLE ;: FLRSH A

1314 PRINT RT 15, 1 ;,,THE GRID,.
132a FOR I=1 To 16
i32s IF I<s THEN pRINT RT 17,2+I;CHR$ (

64tIl: Go T0 134A
I33A IT I<3 THEN PRJNT RT 18,1_2;CHR$ (
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64+Jl: GO T0 13qA
1334 IF ](13 THEN PRINT RT 13,I_6;CHR$
i64rIl: GO TO l34A
1337 PRiNT fiT 24, I-7a;CHR$ (64rI I : Go T0

I34A
1344 NEXT i
1354 RETURN
7+AZ ]NK A: PRINT RT 1A,6;,CRERTJNG IHE
I,ROBLET "
1425 FOR J=l TO 56
14IA LET B=ltINT tl6XRND)
I+24 LEI B$=CHR$ (8+641: GO SUB 15AA
Iq25 IF L=A THEN G0 To 1+lA
1q26 ]F J<25 THEN PRiNT RT BJ3tJ;,'},' : G

o T0 143A
1+27 lF J<23 THEN PRINT RT J-16,27 j"*":
GO TO t+34

I42B ]F J<52 THEN PRINT RI 12,56_J J"*'':
G0 TO 1+34

1423 PRiNT RT 64-J,4;"x"
I43A LET S=SPflCE: lET SPflCE=B: LET Z=B(S
PRCEI: LET BtSPRCEI=BISJ: r-ET B(S)=Z
1 435 NEXT J

1444 CtS
ISAA LEf L=O

isal IF C0DE tB$)-64=SPRCE THEN RETURN
1545 IF SPfiCE=1 RND (B$="8" OR B$="E"-J T

HEN LET L=1 : RETIIRN
1514 IF SPfiCE=2 RNO IB$-"R" OR B$="C" OR

B$="F''] THEN LET L=1: RETURN
1515 1F SPflCE=3 flND (B$-"8" OR B$="D" OR

B$= I' G r' I THEN LET L= 1 : RETURN
1524 If SPflCE=4 RND [B$="C" OR B$-"H") T

HEN LET L=l: RETURN
1525 IF SPRCE:S RND (B$="f" OR B$="F" OR

B$="I".') THEN LET L=1: RETURN
1534 IF SPRCE:6 RND (B$-"8" 98 g$="E" OR

B$="G" 0R B$="J"1 THEN LET L=1: RETURN

i535 IF SPRCE=Z RND (B$-"C" OR B$="f" OR
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B$="H" OR B$="K" ) Tl-lEN LET L=1 : RETURN
154A IF SPRCE=B RND [fis=."p" OR B$="G'' OR

B$= r' L I' I THEN LET L= 1 : RETI-lRN
1545 IF SPflCE=,3 RND (B$="E'' OR B$=r'J " OR

B$= '' 11 '' I THEN LET L= 1 : RE TURN
i554 IF SPfiCE=1U RND tB$: I CR B$="I" 0
R Bg:"14'' 0R B$="N"J THEN LET L=I: RETUR
N

lsss IF SPRCE=1I RND [B$="G" oR B$="J' 0
R B$:"L' 0R B$="0"J THEN LET L=l: RETUR
N

1564 IF SPRCE=12 flND tB$='H" OR B$="K" a
R B$="p"; THEN L-ET L=1 : RETURN

1565 IF SPflCE=13 RND IB.$="i" OR B$="N"]
THEN LET L_-1 : RETURN
I57a iF SPRCE=14 RND IB$="J" !ft B$="H!' 0
R B$="!"') THEN LET L=I: RETI_.IRN

1575 IF SPRCE=15 flND [B$="K" 3B B$="N" 0
R B$="3"; THEN LET L=I: RETURN
L58Z It- SPRCE:16 flND IB$="L" oR B$="o"J
THEN LET L--1 : RETURN
1534 RETI-]RN

I6Aa LEI X=5t4XiNT {(_?-t)/+)
16lA LtT \'=7+4*(P*4xINT t tP-1)/+).)
1624 PA?ER s
1625 PRINT RT X,Y;"
1634 PRINT RT Xt1, Y j,.
I 635 pR I NT RT l+2,I ;',
164A Pfr?ER 5
165A RETURN

12AA FOR I=1 T0 16
171A 1F Bt J ] <> I THEN RTTURN
172A NE\T I
1734 PfiPER 6: lNK 2: PRINT RT 12,2;"'';
FLRSH ]: PRINT "SOLUED ; FLRSH A

1744 STOP

sAAA DRTR A
3AA3 DRTR 128, 128, l2B, l2B, I 35, I 28, 128, )3
3: l16
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128, 128 , 128, r28 , tZB , 1'37 , 728, 12

132 , 128, r2B, 128, 728, 728, 128, 12

728, 128, lqr , l2B, 747 , 1+3, 128, 1+

143, 1 q3, 143 : 143, 1q3, 143, 128, 12

]43, 1 43, 1+3, 143, 1q3, 743, 1q3, 12

1q2,l2B,l28,14317q2' 728' 143' 74

728, r+3, l+3, 128, 143, 1 +3, 128, 1+

128,128, !43,143,143, 1 +3,128,14

143, I 28, l?8, 7q3, I 43, I 43, 7',28, 1+

7+3, l+3, l2B, 1431 143, 128' 128' 14

128, l q3 , I2B, !28 , i 43, 1 q3, 128 , 12

128, 143, l2B, 1q3, 143, 1 qA, !'28, 1?

\'28, 1q3, 128 I4A, 143, 1 q3, 12A, 12

728. l+3, l2B, r43,143, 128,128, \2

147

3A7A DRTF
F.14?
3A15 DRTA

I, t28
3A2A DRTR
3' 143
3425 DRTR

8, 143
3A3A DRTR

8, 728
3A35 DRTR
3, 128
9A+A DRTR
3' 728
9445 DRTR
3, r2B
3A5A DRTR

3, 128
SZ55 PRTR
3, 128
3A6A DRIR
8, T28
3465 DRTR

8, l2A
3A7A DRTR
8, 128
3A75 DRTR
B, 128

Church

3AA@>DnTR 128, 128, 128, r28t r28, lql, 128, 14
1,i43
3AA5 DRTR 129, l2B,129, r42,128, I2B,743, I1
2, 128
30Ig DRTA 128,128,128, l2Bt 128,128,128, Iq
I ,742
9@is DfrTA A
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DRTR 728, 743, 133, 128, 133, i33, 128, )+3A2A
2, 723
3A25 DRTR

1, 128
3A3Z DRTR

B, I2B
3435 DRTR

9, 128
3A+5 DRTR
3, r3a
3A5A DRTR

3'l3A
3455 DRTR

3,73A
3A6A DRTR
3, r28
3A65 DRTR

B, I2B
3A7A DRTR

B, 128
3475 DRTR

B, 128
3A8A DRTR

B, I2B

135, 1 43, l2B, l2B, I35 , I 28, ).3A , 1q

128, r35, 133, 728, 128, 12F, 128, 12

728, l2B, 728, !28 , I 36, 1 28, 123, 73

128, 143, 7q3, r2B, 143r 1 q3, 128, 1+

l+3, 143, lq 1 , 1 43 , 143, 1 43, 1 23, 1+

i43, 1 +3,7q3, 143, 143, 1 43,129,7+

1+3, 1 +2,128:743,143, 128,123, l+

r2B, lq3, l2B, l2B, I43, 1 +A,728,72

128 , 143 , r2B , l4Z , I 43, I q3 , 728 , 12

r2B, lq3,728, i43, 143, I +3,128,12

728, 1q3, 728, 143, I 43r 128, 128, 12







Other titles available from Micro Press

20 GAMES FOR THE OQIC-I

Wynford James
07447 0003 5 -

OUALITY PROGRAMS FCR
THE BBC MICRO

Simon
07447 0001 I

OUALITY PROGRAMS FOR
THE BBC MICRG(Cassettel
Simon
07447 0011 6

15 GRAPHIC GAMES FOR THE
SPECTRUM

Richard G, Hurley
07447 00027

MASTERING THE TI.99

Peter Brooks
0 7447 0008 6

ADVANCING WITH THE
ELECTRON

Peter Seal
01447 0012 4

OUALITY PROGRAMS FOR
THE ELECTRON

Simon
07447 00043

MAKING THE MOSTOFYOUR
SPECTRUM MIGRO DRIVES

Richard G. Hur,{ey
07447 0005 1

GRAPHIC ADVENTURES FOR
THE SPECTRUM 48K

Richard G. Hurley
0744-/ OO132

THE SPECTRUM OPERATING
SYSTEM

Steve Kramer
07447 0019 1

EDUCATIONAL GAMES FOR
THE BBC MICRO

lan Soutar
07447 00167

THE ATMOS BOOK OF
GAMES

Wynford James
07441 00183

THE COMMODORE 64 BOOK
OF SOUND AND GRAPHICS

Simon
07447 00159

OL SUPERBASIC: A
PROGRAMMER'S GUIDE

John Wilson
01447 00205

THE OL HANDBOOK

P.C. Sturgess and
lV.J. Laverick
o7441 0021 3

THE OL BOOK OF GAMES

Richard G. Hurley
o]M] 0022 1

THE MICRO MAZE: A GUIDE
TO PERSONAL $OMPUTING

Wynford James
c 7447 0000 0
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CTRUM SUPERGAMES

Here are thirteen SUPERGAIVIES designed specifically for the
Spectrurn 16K and 48K to test your skill and ingenuity!

FANTASTIC JOURNEY takes you on a superb adventure, and
MISSILE ATTACK tests your ability to defend your city from
threatened annihilation. Keep a straight face while playing .

CRIBBAGE against the computer and improve your hand-to-
eye co-ordination with CANYON BOMBER, IVIADCAP RALLY.
and ROAD RACER. Have you got a steady hand? Then test
your skill against your friends with SHOOTOUT.

Each program is accompanied by a description of the
techniques used in games programs. High score routines,
joystick control, memory saving methods and modular
programminq are described using the listings as examples to
l-1slp you improve your own programming.

The Author
Richard Hurley read Astrophysics at the University of
London, UK, and is now Head of the Conrputer Studies
Department at Hurstpierpoint College, UK. He is an
experienced programmer and is the author of several books
on the Spectrum.
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